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the world of the 
cerilian wizard 


eritin is a land touched by magic— 

from the air breathed by peasants and 

Enora AiE ah paia and jo 

‘crashing waves, The continent possesses 

‘expanses of territory where enchantment 

Re CEU M 
Where arcane energy thunders strong an. 

vibrant the: 


Most of Cerilia s people look upon these 
energies with ave and respect- mixed with 
fear superstition, and c 
viduals, however, understand the continen 
mystical forcen, their intricacies and nuances, 
thete place in nature, And fewer sil can com’ 
mand these forces channel them into flash- 
ing bursts of energy that fill the night sky. 
form them into crackling bolts of lightning 
that fll monsters, fashion Them into invisible 
barriers that keep foes at buy 

'Theve wielders of magic ate erii wizards: 
adventurers, advisers: and kinga. They are 
tulers whose spells have the power to affect 
the destinies of thousands: they are simple 
magicians who cas lesions to delight crowds. 
They are humans, bali-elves, and elves who 
se magecraft to shape their world. 


how to 
use this book 


be Bock of Mager is designed for 
T immu 
Barnico campaign setting 
pines describe the cst ol ares and ey 
[oe strategies for biog and mtn a 
aga domaia, pee and magica omes 
Ci to the continen of eia arai of 
Dein and new res pl and battle spe 
io ic player characters (PCa) equat de. 
worl The hok ao explains hoy de stats 
d pilosphie of wizards vary m race te 
sace. details the unique magician character 
Si esrb nepal retuned 
to yan boone wai who ind thom, and 
Caner the tay of magi in Cera 
is shart. ths Book olleet a wealth f ifo 
conto i players understand e teet 
Of Corian sagecrat and develop powerful 


characters who wield both magic and influence. 
These pages also provide players and 
Dungeon Masters (DMs) with advice for adapt- 
ing magicrebited material fram other products : 
wwe Barc sening. Lo help mak tae: 

spells, items, and concepts true to the unique 

magical atmosphere of Cerilia, And this book 
summarizes some essential magic information 

from the Bizmaucid bowed set, providing players 

and DMs with a single comprehensive source of 
information about Cerian magic 


introducti 

Although the information presented here can 
Mr eerie 
Hee ect 
set to get the most out of The Book of Magecraft, 
Won EU IDEE 


Whether to introduce any of this material ino 
their own campaigns. 


abbreviations —. 
and notations 
Tiros this ok. references are made to 


However, quick review of notations 
boc wi holdings iin order AE 
The relative strength repr is 
denoted by eee À e" 
the stronger he holding: Holding levelt 
are noted in parentheses: a source (3), EC E A 
for example, Province levels and mig MV 
poteet are also noted in parentheses Gy 
Flowing the province nane, Thus the 
notation “Abr (3/4) indicates that 
Abbatuor» province level (the maximum 
level fora v guild, ox temple holding) is 
S while its sags porem (the man 
suc posal Dr fer a sour) io 
Note that eceuec this ok 
designed for players as weli as 
DME, most NPC aliguzents 
have not bee given. The DM " 
inire t assign dipments 
3t is discretion. / 


fundamentals 
of cerilian magic 


pelleasers are rare in Cerilia. Though 
S The land teems with magical energy 
alied mebhaigHl (meh NALE), few know 
tow to access it And fewer still understand 
how (o contra it. 
"There are three types of magic in Cerilia— 
lesser magic, rue magic, and realm magic 


E intelligence and devote some time to the study 
othe arcane arts. Lesser magic comprises the 
‘Schools of illusion and divination; is students 
‘re cooridered specialists in both these schools 
‘Masters of lesser magic can also cast 1st- and. 
iles spell fom all other schodl of magi. 
"Spellcasers capable of welding only lesser 
‘magic are known as magicians or seers. They 
toe air bitis to delight. deceive, 
nd delude their divination spell to learn, con- 
is ditéover, and predict. Though unable to 
Command true map, magicians can become 
Nery powerful in their own right through 
tar sens celi wig 
{any character capable of wielding 
‘rue magie can also command lesser magic, 
iui humans an ire magicians Father, 
mans need not be blooded to do vo, For 
[ure information aboot this unique character 
Sie tere Naneasand Ser chier 


‘wizard must have a 
bit of arcane energy 


ue magic. 
Mfr 
many awmiheghlicn 
ha were once 
members of these races have retained their spel 
‘Sting abilities in their pew, corrupted forms, 
“True magic comprises the schools of wizardry 
that are beyond the grasp of mere magicians 
{abjuration alteration, conjuration/bummoning, 
‘hchantmen/charm,invosationvevocation, and 
ftecromancy) Is command requires a deeper 
Anderstanding of mebhaighl than that which 
magician can attain: While practitioners of 
descr mage simply know about the existence of 
ed have found a few ways to manip- 
"üt true wizards actually comprehend its 
Bature. Those capable of wielding trae magic 
"rust study diligently and seek instruction from 
complished true wizards to become masters 
eot is 
Wizards of true magie can cast spells from. 
the schools of ilusion and divination but can- 
Sot specialize in them. They may, however, 
Specialize in any other school: or elect to 
generalists, 


n qnd 
Bansalan. ad plate bac into the wo 
fa th form of ave insita spells that can 
fase cane, summon undeid legion and 
ES NN 

eaim magi iso complex that i requires 
et mon c and demde eme conc: 
elf. ee oe SR 
es fie dans 


sions of realm magic. 


B —— 
It is said among Cerilians that wizards differ by 
the school of magie tbey mdy. the goalie they set 
for themselves, and the company they keep. But 
above all, wizards define themselves by where 
they come [rom who they are and what land 
they call home 

Elves, the first to bave embraced magic, 
remember a time when they alone understood the 
seres of mebhaigh 

Half-lves, tore between worlds, often study 
magic with ther elf brethren but expand their 
"idi to include buman magic as wel 

‘Anuirean wizards living in a egion ravaged 
by ii war, sometimes believe they owe a debt to 
than set 

Brecht mages. rare among their people, treat 
their understanding of magic as an aet vo be 
exploited and controle for their benef, 

'Khinasi sorcerers, revered and admired by 
their fellow citizens, practice magie openly in 
their istae. 

Rer vpellcasters, distrusted by their kifolk, 
sometimes envy the respect and acceptance 


nye by 
y mágic-wieldeni, mysterious to their own 
peuple and considered barbarie by others, are 
eared by ail 

Surpassing their many differences, however. 
Gevilias wisanls all share a common bond: They 
thirst for knowledge of the arcane, and they 
embrace sorcery with their beares and minds. 


oe 


ach race in Cerlla has its own attitudes 
toward and philosophies of magic. Cul- 
prt 
spellcasters, their beliefs and assumptions 
about magic and those who practice it, and. 
their opinions about different schools of 
magie: Values, tradition, and experience all 
contribute to a culture's magic i 
‘This chapter explains each spelicasting 
tace’s cultural attitude toward magic, from 
how the common foll view wizards to how the 
wizards view their craft. Each section also 
describes cultural biases regarding the various 
schools of magic. Specialist wizards of the 
sace usually practice in the “favored” schools; 
generalists select the majority of their spells 
from these same schools. "Unlikely" schools 
are those not favored by the race, though a 
Tew of the mors useful spells of these schools 
gan be found in higher-level wizards’ spell- 
books. Beginning wizards seldom know many 
spells from their races unlikely schools, and 
specialist wizards of these schools are rare 


the faces 
of magic 


indeed. Wizards practicing the magic of 
shunned” schools are often themselves 
shunned by other splleasters and ostracized 
by their people; many times they are looked 
upon as aberrations or evildoers. This docs 
not mean PCs and NPCs who use spells from 
these schools do not exist—it just means they 
are rare and generally considered suspicious, 


elves 
Mice Sai i 


Cerilia’s eves ive in perfect harmony 

with nature. These immortal beings 
‘who call themselves the Sidhelien (SHEE-in), 
understand better than any other race the 
mysteries of mebhaighl, 

The elven creation story teaches that the. 
Sidhelien were formed from the union of 
Cerilia’s four elements: earth, air. fire, and 
water. Children of nature. they embrace all that 
is of the natural world—including magic. The 
elves learned early how to harness mebbaighl 
and use it as one of the land's energy resources. 
Magi is as familiar and to hem 
as windmills and waterwhech are to humans. 

Although al! Sichelicn have within themselves 
the potential to wield true magic, only a few 
experience a “calling” to become wizards, Still 
dewer possess the loodlines that allow them to 
cast realm magic. So while magic is familiar t 
the Sidhclicn. it i not. - 

"Sidbelien wizards, ax beings who command —— 
mmebhaighl, hold positions of respect and infu- — 


fice el menu They sen arole in | 
society itn att tices di 
artists. leaders, 

Pepe pem os 
their spells for the betterment " 

tha Cone ia " 
times of car y 

bri a 


Elves prefer subtlety over brute force and 
thus favor magic schools and spells that bring 
them closer lo nature. As a result, they repudi- 
ate necromancy: Any elf who casts death 
magic (aces the censure of his peers and risks 
ostracism from the community 
Elves seldom cast spells of the conjura- 
tion/summoning school because such magic 
onllits with their belief in the fece will of all 
beings. They also tend to shun magic of the 
invocation/evocation school, because it is an 
vert forcing of mebhaighl into the environ- 
ment. Elves consider alteration a bending- 
mota breaking—of natural laws, and therefore 
Consider magi f that school acceptable 
Favored school(s): enchantment/charm, 
illusion. 
Unlikely school(s): conjurstion/summoning, 
invocation evocation 
‘Shunned school(s): necromancy 
When elves cast magic, they use a tech 
nique known as spellsorg melodic chant 
that, combined with the normal musical qual- 
ity of elven voices, sounds like soft singing, It 
is said that the sound of spellsong can move 
listeners to tears 
es practice caution when casting spells that 
could harm nature. Accidently burning a section 
‘of the wilderness through a carelessly cast fireball 
fo lightning holt would cause great mental 
ish to both the caster and the Sidhelie 
community, Indeed, elf wizards have been 
Known to hunt down spellcasters. including 
other elves, who have ruined a wooded plen 
through negligence. Sidhelien wizards believe 
there is always another path, another spell that 
an vanquish a foe or accomplish a feat without 
damaging nature enchantmenticharm spells, 
they have learned, affect other races quite well 
Although the Sidhelien never sleep, their 
wizarde require a daily period of meditation. 
Und study. Spellcasters seek solitude during 
this time, often returning to a favorite loca 
tion in which to memorize their spells and 
une themselves to Cerilia' arcane forces 


The ability to command magic comes more 
‘easily to elves than to any other race on Cer- 
ilia, and the Sidhelien have learned to guard 
‘heir secrets carefully, Though aver the cen- 
turies elf wizards have occasionally shared 
their arts with half-elves and—even more 
Tarely—with humans, most elves view with- 
holding magical knowledge az a matter of 
national defense. Elves regard humans with 
suspicion, distrast, and disdain. When con- 
ducting research or developing new skills, 
‘elves will always seek the counsel of other 
elves before turning to spellcasters of diferent 
races. Under pressing need, however, the pur- 
sult of magic could take a wizard anywhere 

Eamonnal Sleierdigh represents a typical 
Sidhelien wizard: 


Eamonnal Sleierdigh 
dtbclewl elf wizard 

AC 6i MV 12; bp 11; THACO 19; #AT 1; 
Dm 1d6«l (staffed), S 13, D 16, C 12, E 17, 
W 12, Ch 15. Bloodline: Reynir, major, 32: 
Blood abilities: animal affinity (majar), regen- 
eration, resistance (minor). 

Special equipment: bracers of defense AC 8 
carved ook staff +1. 


Reading/Writing Anuire 
Elvish. Rope Use, Spelleraft 
Description: Eamonnal stands nearly 6 feet 
tall, weighs 158 Ibs., and has long brown hair 
that hangs loose about his shoulders, He makes 
his home in Tuarhievel, where the elves must 
keep up their guard constantly lest the Gorgon 
turn his baleful gaze their way or the humana to 
the south grow too ambitious. Fiercely proud of 
his Sidhelien ancestry, Eamonnal undertook the 
study of magic to help bis people defend their 
land and ways of life from those who would con- 
ser the Aelvinnwode. His keen eyesight and 
quick reflexes have already earned Eamonnal 
the notice of Prince Fhiletaene, who. 
has offered the young s a 
minar position in his court. 


half-elves 


izards of split ancestry tend to lead 

Weta 
Phi Coi eese eS 
oe repel mrp oe 
mui 
Een 

"Because the Sidhelien regard half-elves as 
their own kind and welcome them into their 
DIO NER 
under Sidhelien sorcerers, They study elven 
spells (though they cannot master spellsong) 
PE TUE 
pore ens 

pecore 

[pnr dame 
pee 
ing and invocations that would injure the land. 
However, halí-elves generally will not shun their 
peers or hunt down someone who let loose a 
Fireball in the forest, Their human half recog- 
oleae pp 
Seer 

“clones an 


nlikely 1 
Shunned school(s): necromancy. 

Quite often, half-elves cross-train in many 
schools of magic merely as a point of curiosity. 
‘Occasionally, alí-clí wizards wil seck human 
teachers to broaden their magical knowledge and 
pierre eir cas 
both humans and elves to better understand 
their own magical heritage and how Cerilia's 
arcane forces adapt differently to humans and 
‘ives These wizards wish to synthesize the best 
feo cares one that reveren nature, and one 

"encourages ambition and growth 

A small but > en 


increasing 
muse 077 
ater 


wizards believe that this blend of human and 


‘named Terilith, has become a 
this movement, The child of two half-eves, he 
considers halfcelves a race unto themselves. 
"Tenth has attracted a number of young halfelf 
spellcasters who wish to serve him as appren- 
tices. Among them is Ibrahim aha, who offers 
an example of a half wizard: 


Ibrahim Taha 
2niblevel balf-elf wizard 
‘AC 5; MV 12; hp 18; THACO 20; AT 1; 
Dmg 1d4 (dagger). 5 10, D 18, C 16, 1 14, W 
14, Ch 12, Bloodline: Masela, minor, 17: 
Blood ability: enhanced sense (minor). 
Special equipment: ring of protect 
ivory-handled dagger (given to him b: 
human great-grandfather). The hand 
carved in the shape of a tree trunk, and is set 
With a piece of onyx. The dagger is more than 
300 years old. 


E 


Spells: sleep, mount. 
Prodcieslon Dagger Etiquette, Reading! 
‘Writing Basarji, Re iting Sidhelien. 


Description: Ibrahim is 48 years old, 
stands nearly 5 feet 8 inches tall, weighs 155 
ibs.. and has light brown hair that he keeps 
short and carefully trimmed. He favors 
green and brown clothes of the Sidbeli 
though he often has them taflored to fit closer 
to Khinasi style. 


become more accepting of humans, and that 
humans will accept half-elves as openly as the 
ches do. To that end, he plans to devote his life 
{to improving relations between the races. 


human wizards 
and magicians 
Roe 


‘who can command mebbaighl, a spell- 
Caster of any race inspires awe and 


Sometimes fear in those who do not understand 
the magical arts. But among humans in particu- 
lar, acceptance of magic and those who practice 
it varies widely from culture to culture. Unlike 
‘asa natural part of 
we sorcery to he an 


the elves, who view mag 


‘energy, Over the centuries they learned to | 
iel Cerilia's mebhaighl to work more. 
elaborate enchantments than they were pre- 
viously able to cast. 

‘Other human races were fint exposed to 
magic when they encountered the Sidhelien, 
Some humans who carried the potential to 
wield magic felt a spark ignite within them 
Upon observing Sidhelien wizards: they 
watched and imitated the elves 
Taught themselves rudimentary 
A few rare, extraordinarily han 
Viduals found acceptance amor 
and studied under Sidhelien sorcerers before | 
increasing human encroachment in elven 
forests irreparably sundered relations 
between the races, 

‘Whether human knowledge of magic has 
benefitted most from human minds that seek to- 
push boundaries or from human hearts forever 
riven to accomplish more, no one can say with 
Sertainty. Regardless, humans have shown a 
passion for enchantments and an aptitude for 
Spellcastiog that rivals that of the elves, 

Each human race in Cerilia now has spell- 
casters of its own, though wielders of true 
‘magic remain rare. Recause most commoners 
regard spellcasters with suspicion, human sor- 
cerers tend to keep either their abilities or 
themselves out of the public eye. They study 
magic and prepare plans with only a few 


trusted individuals aware of their actions. 
Even "court wizards" seldom appear at 
court. Only landed regent wizards can be 
located with relative case—and that is 
because most of a domain's populace knows 
where to find its ruler, m 
fuman spellcasters dress according to 
personalities, tastes, and cultures. Many rarely 
‘wear anything that gives their 


profession 
Cleri instead to Took ike ome 


themselves robes, elaborate cloaks, 
and jewelry worthy of ther ation. 

Most of the magical items unique to Cerilia 
were fashioned by human wizards. Humans 
e more likely than elves to have residences 
suitable for conducting the research necessary 
to enchant such item tone towers and 
chambers sturdy enough to absorb the consid- 
erable energies released. Humans also tend to 
take on more apprentices than do elves, assis 
tants who aid in their research. 

‘Unblooded humans who can never know 
the pleasures of ca 


magica 
"els lie SA cae ve the Magis 
nd Saers" chapter of this book. 


onuireans 


Most Anuirean wizards come from the ranks 
of the nobilty--younger sons of younger sons, 
carrying strong bloodlines but weak claims to 
title and fortune. Free of the responsibilities of 
scratching outa living, members of the noble 
and gentry classes have the time and money 
necessary to devote arduous hours to the. 


ously enough to become wizards. Others, 
though they may have the ability to wield true 
magic, prefer to merely dabble in the mystical 
arts as magicians. When commoners don the 
mantle of sorcery, they too become magicians. 

More than mages of any other human race, 
Anuitean wizards tend to cultivate an interest 
n politics, As aristocrats, many have relatives 
in contention for the Iron Throne or control of 


smaller duchies and earldoms. It is not unusual 
for a powerful wizard to use his abilities and 
influence in support of his kin. 
Other spellcasters take greater interest in 
politics on the local level, where free farmers 
ind craftsmen have strong voices in the opera 
tions of communities and the handling of vil- 
lage issues and concerns. These wizards and 
‘magicians are sympathetic to the common folk 
and use their spells to aid them—when asked. 
‘Most Anuirean wizards respect those who 
make a living off the land or through crafts. 
Some of them purchase potion vals from 
specific glassblowers, robes and cloaks from 
favorite seamstresses and tailors, food from 
particular farmers and herders. Anuirean 
ommoners tend to admire (or at least 
respect) the nobility, and extend this regard 
to wizards who practice noblesse oblige 
it fear a spellcaster’s 
-ncouragement they 


San come to trust him. 
As beings in touch with Cerilia's me: 
bhaighl, Anuirean wizards realize the toll that 
civilization imposes on nature. They also rec- 
‘ognize that the civil wars which followed the 
Empire's fall inflicted further damage on the 
land. And so in times of peace, some wizards 


Though their feeli 
only to that of elf 
‘second —Anuirean 


‘charm magic as dishonor 


Eriquetre, Heraldry 
Hunting, Local History Modern Languages, 
Reading/Writing, and Riding (land-based). They 
have learned to carry over some of this knowl 
edge to their magical profession: Education in 
Several languages enables a wizard to read the 
magical writings of many races: etiquette aids 
him at court fonctions. 

Many Anuirean wizards receive their mag: 
ical training at the Royal College of Sorcery 
in the Imperial City of Aauire. Others. par- 


ing spelicasters from less well- 

to-do familie apprentice themselves wo local 
of note. 

'uirean society values family, and its 

‘wizards generally share this view, TUis not 

uncommon for an Anuirean spelleaster 

o marry, Many spellcatere school 

t least one of their children in 

the arts of 

Richard Garthrad serves 

as an example of an 

pie pisi 


10 


AC 10; MV 12, bp 8} THACO 20; HAT 
Ding 146 (staff), 5 17, D 14, C 18,115, W 
12, Ch 10. Bloodline: Anduiras, minor, 17: 
Blood ability: resistance (minor). 
Si at: black riding hor 
wilt from Richard's father 
Spells: magie missile, shield. 
Proficiencics: Staff, Heraldry, Reading! 
Writing Anuirean. Reading/Writing Basa 
Description: Richard stands 5 feet, 11 
inches tall and weighs 172 lbs., with dark 
teen eves and reddish-brown hair, At a vou 
Age. Richard discovered an aptitude for magi 
He suspects he inherited his thirst for the 
arcane (rom his father; a noble who dabbled 
magic as a youth before inhe 
tide ia the court of Avan 
pected death of his elder h 
When Richard turned 16, 
him to study at the Royal Collegeof Sorcery in 
the Imperial City of Antio. Richard has been 
there re yer ow studying diligently in 
pes of becoming a wizard powerful enough 
Sora is fathers lege lord Danen Avan=in 
His claim to the Iron Throne, 


brechrs 


Brecht wizards reflect the nature of Brechtürs 
mercantile society. Most prosperous Brecht 
realms thrive on trade with other realms all 
over Cerilia As a result, Brecht magicians and 
‘wizards often learn spells and magical prac- 
tices from a variety of sources, but the role of 
meti its videri Brecht society 
neatly always the same: Magic is a resource to 
De developed and exploited. usually as a som: 
plement to other resources. 

"recht society focuses on free enterprise. Its 
strong guilds and merchane houses diversify 
politial power in Brecht, which in tum makes 

citizen more aware of his political 
han most commoners of other Cei 
ian regions. Magis, too is à more common part 
S Brechtürs economy than it is in other Lands. 
While there are fewer wizards in these lands 
than in Anuite or Khinasi, nowhere is it cas 
fora common spellaster to cam a living py 
his trade, Magie guilds exist; divination spells 
can be had for hire on the docks and the streets 
OF Brecht cities: illusions and magical talismans 
are available for purchase: many shipping Meets 
ep wizards and magicians on retainer. 

True magie, however s rare- and even ener 
magje i rarer than it seems, False practitioners 
and tricksters thrive in Brechtür, and failed 
apellcasters peddle their nomguild merchandise 
10 the unwary and the ignorant. 

In wartime, wizards and magicians supple- 
tment the armies and navies of Brecht lords 
but that isnot their primary purpose. Inze 
the Brecht spelleaster acts as an adviser or 4 
partner, casting sells nd using his knowledge 
fo complement his more mundane allies 

Brecht wizards harken to the wealthy in 
particular. Realm spells and powerful magies 
Tequire gold to cast and moat wizards do not 
have nonmagical means for gathering wealth. 
Magic guilds pool their wealth, while guild- 
masters of nonmagic associations hire or ally 
themselves with wizard. In Brechtür, a wiz- 
ard without a patron or other means of income 
might as well not have source holdings. A 
Pauper wizard is crippled. 

Brecht wizards live in the world of practice, 
not the world of theory. Magi guilds are busi 
nesses, and wizards rare commodities. Spells 
‘that facilitate trade and commerce are valued, 
and schools of magic that achieve these goals 
Are promoted among students. 


Most Brecht E ae pecedlnts— 
they lke ta knon a de bi of eveything, 
because any type of spell might come in handy. 
‘catmenuicharm spells (though 
they bert essaie cing pel c 
pripet mpeni ise 
division school: Boxing wizards ry 
eem tions and atem arid 
ert schools cn be ored p an repone 
Droctiione to diurus trade Bat th Brock, 
a metropolitan people, shun no single school 
‘magica inbereay ov or eon 

Favored schools}: eochantmentsharm, 
rater dination 

Unlikely schools: illusion aeration 

Shonsed schools} nove, 

Brecht wizard dens practical having itle 
use for famboyeat gai (escept when oying 
te impres the ignoran) They wre tthe 
insta dictates op, oorsien tice 
the summer, wool leggings and fur in the wi 
eaeque Demant ive spon 
‘aod early Gall when insects are expeclally a oui- 
Since: The men grow beards when the weather 
Tare cad ond Co 
up. In general, Brecht sj 
te pat edo nce realy ha 
practical porpore aud server only td 
erus However they emit ebd seta 
a yay babie ie ix 

ort native wizara ha lens Beocise 
become couriers. Even they have the sil 
tecemary to live off e land. they valus sec 
Tn ot uy Brecht ard eyer 

Lage in adrentring—theBschts mt apio 
pie ars insatly curious heir magician and 
Regii apek D er sae S d 
icf behind by people of decides past 
also have a passion for magical items of elven: 
make, and have been known to venture. F. 


in search of such items. 
Elsa Darindorí provides an example. 
Brecht wizard: 1 


Elsa Darindorf. 
Stbslevel Brecht wizard 

‘AC 0; MV 12: hp 14; THACO 19; sAT 1; 
Dmg 1d4 (dagger). S 11, D 12. C 13, 
117, W 14, Ch 17. Bloodline: 
Brenna, minor, 24; Blood 
abilities: enhanced sense 
(minor), persuasion. y 
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Sag 


a 


Zikalan 7 

inn Wiking Anuives, Reading Wi 
iege Auct Reading/Writing 
riche Splat = 


Description: The daughter of a wealth 
mertlant from Maden, Han studied magis 
4$ an apprentice to the guildmaster of one of 
Sade Becks lange mage que Now 
resi spalcaser in her ovt right, Eia 
Sore ptvesee of a logyog mild e e chy 
or N age 20, she sande 5 ee tl woight 
age 26, she ande 5 feet tll weighs 97 
ener her ong ed fi i hos ad wr 
Len gra le ri Pom mg 
She caries heel as vua 
her way into important society There 
‘Sc sche Hod abies and mage aris 
ete deals on beh ofthe gd 


khinasi 


‘The Khinasi people, 

including the wizards who 

ome from their ranka, are 

descendants of the proud 

Desci-de humans who del in 

Corlia alter traveling across the Sea of 

Dragons. These tll. dark people have no 

fear of magic and things arcane. In fact. 

commoners, laborers, and nobles consider 

The study of magic the highest calling an 

individual can fave. and those who have 

RI np 

senti encouraged to purse spelicast- 

ing. Fledgling promising wizards 

Who lack the coins for speliboo and 

supplies often receive as donations the 

Atetessary funds rom businessmen and 

adeimen. Magicians are not so aided 

(ie hey show an wane pide) 

Khinasi wizards hold positions of 
respect and admiration among the 

people. A Khinasi ruler who practices 

sy) The magical ars is mot uncommon. In 

Nome city-states tbe ability to casa 

PUE Gil ven sien Pda 

"nor noble tie. 

Being a wizard in Khinasi 


Society carries some 
responsibility and protocol. 
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Any Khinasi spelicaster able to command true 
3p ilegal bound to journey to the Temple 


the way is often fraught with danger, A few 
Wizards have died before reaching he tp 


et 
the temple are seldom discussed. Those who 
have journeyed to Rilni know what occurs 
there; those who are not called to the temple 
pp EM IT 
The uninitiated know only that after intensive. 
preparation—both magical and. 
novices swear the Five Oaths of Service: 
E LL TS 
m 
P peace 
acne. 
M 
by the liege in lawful war. 
RTT MN 
EE ne i 
rte 
TIT Dp Oe 
MEER Cp 
nol journey to the temple and swear to them 
ETE Idee 


‘wizard described in the "Strategies and Tactics" 
‘Chapter and depicted on the cover of this book, 
one such renegade, 


‘An ancient and awesome power hinds the 
wizards tothe oaths. Some spellcasters believe 
Rilni. god of magic, is responsible; others 
attribute the bond t an artifact buried deep 
Beneath the temple. Regardless of the power’ 
origin, it forces any wizard who takes the 
‘oaths to live by them irrevocably—wizards 
physically cannot violate the oaths even if they 
‘want to do so. 

Khinasi wizards, and sometimes even magi- 
clans, are sought out as advisers to regents 
and other persons of influence. The people 
Believe that anyone able to master magic has 
intelligence, wisdom, and wit that cannot be 
matched by that of common citizens—and 
that this intellect should be used to help guide 
‘the rest of the Khinasi people. 

Because of their political ties, many Khinasi 
wizards favor magical items such as crystal 
Balls. helms of telepathy, bes of comprebending 
languages and reading magic, and rings of 


trutb—items that will help in their roles of 
advisers and diplomats. Of course, these 
items, like most other powerful magic talis- 
‘mans on Cerilia, are exceedingly rare. 


reflected in Khinasi magic. The Khinasi revere 
all magics—except necromancy--and believe 
all magical schools are equally good. 

Practice, however. is often at odds with the 
ideal. Khinasi wizards pride themselves on 
their power and distance themselves [rom 
lesser practitioners (magicians), The wizards 
love doing what no one else can do, and some 
of their conjuration/summoning spells are 
mighty impressive. Wizards of thia land dis- 
dain illusion spells, since they ar lesser magic, 
and many even avoid lesser divination spell 

Favored school(s): conjuration/zummoning. 

divination, 

illusion, necromancy. 
Khinasi wizards are likely to have at least. 
‘one of the following nonweapon proficiencies: 
Ancient History, Ancient Languages, Eti- 
quette, Heraldry, and Spellcraft. They dress 
well, though usually not ostentatioasly: those. 
who live in or near communities make it a 
point to purchase their clothes and supplies. 
from local merchants, Even Khinasi wizards 
traveling in other regions seek out Khin 
made items 

Rashida of the White Glove offers an exam- 
ple of a Khinasi wizard: 


Rashida of the White Glove 
bles Khinasi wizard 

AGT MV 2 rtt THACO 19: SAT 1 
Ding dá (digger). $5, D 16, C 12,1 16, W 18. 
Ch 16, Bloodline: Bassa. major. 24; Blood abili 
tey character reading, unreadable thoughts 

Special equipment: slove of precios = 

Spall eat Poetic rom «vil unsern 
servant, flaming ipee levitate 

Proficiencien: Dagger, Ancient History. 
Ancient Languages, Reading/Writing 
‘Anuirean, Reading/Writing Basari, Spellrat 

Description: Rashida is a slight woman, 
standing 5 feet, 4 inches tall and weighing 102 
Is, She covers her dark hair with a thin veil 
and prefers to wear garments of deep blues 
And greens. Though she in 27 years of ae, 
sila appears cl 

‘When Rashida left her home in Ariya nine. 
years ago to make her pilgrimage to the Tem- 
ple of ni, she departed a flirtatious, same- 
‘what Mighty young woman enamored with her 


gn malate, Se tured a changed 
person: hing witnessed a incident 
E nich ane of her fellow novice forfeited his 
Tite for refusing to take the Five Oaths, She 
now understands morë flly the responsibility 
{that comes with a git auch os hers and works 
hard to rese her potekal. 


: < 

cpucth Y 

juril le fear. and, by extension, 
Aia i toad E ad af hs cet 


siete ole sleds asker pet 
making their homes oa the outskirts of villages 
rin extreme cases deep in the taiga 
fors Oniy be ty V hide their 


robust kinsmen. However, some muscular wiz- 
‘ards train their bodies as well as their minds 


and do their best to look like their fellow Rjurik. 

These wizards are better able to lend in wth 
ie Me 

when others can see them. 

Because of the self-sufficiency needed for 
jurik wizard likely has. 


Hunting, Mountaineering, Set Snares, Spell- 
craft, Stonemasonry, Survival. and Weather 
Sense, Those wizards who do not have su 


abilities are adept at trading with mercha 
for food and supplies. 
'Rjurik wizards have a hard life among such 


skeptical people, Their kinsmen conside 
magie of druids wholesome and valuable, 
‘while wizardly magic is suspect, The Rjurik 
honor nature, and therefore they honor the 
druid spellcasters who are tied to the land 
Some wizards envy the druids the reverence 
they receive: Druids serve as teachers and alten 
ama leader» and advisers 

Like the druids, Rjurik wizards also tend to 
respect nature. However, they are not above. 


vending fireballs racing across open ground or. 
Causing an ice storm to rain down upon ene- 
mies when a situation warrants such extremes. 


Druids generally look upon such actions with 
disdain, regardless of whether they yielded 
beneficial results, 

Rjurik epellasters are noted for researching 
spells related to the weather, which includes 
alterations designed to make the temperature. 
‘more tolerable, spells that can coax more dam- 
aging lighting bolts from the sky, or great 
incantations to drastically change the climate 
of an area, The wise Rjurik wizard learns. and 
teaches, spells that appear natural. Alteration 
magics and conjuration/summoning spells 
sometimes revemble cie achieved by she 

: abjuration sells often protect, rather 
than destroy. Overt spell effects, such as those 
produced by invocation/evocation spells, call 
too much attention to the spellcaster 

Favored school(s): alteration, conjuration/ 


communities —even if the rest of society docs 
mot realize its worth—and seek to perpetuate 
both their bloodlines and profession. In choos 
ing a spouse, a wizard must find someone will 
ing to share the censure of their kinsmen: If he 
is lucky, his spouse will not only tolerate but 
understand his magical calling; ideally, the 
Spouse will also have a bloodline so that magic 
‘wl run strong in the veins of their children, 
Brodric Denthor exemplies a Rjurik wizard; 


Brodric Denthor 
Snd-evel Rjurik wizard 

AC 7, MV 12; hp 9: THACO 20; WAT 1: 
Dang 146-2 (afd), S 15.1 17, Cid 146 
W 16, Ch, 14, Bloodline: Reynir, minor 17; 
Blood ability: poison sense 


Special staff 42 
Spells: affect normal fires, protection fom 
evil fimt urbe 


Proficiencies: Staff, Fire-building, Moun- 


taincering, Reading/Writing Ben, 
Description: Brodric of the Silverhead 
Mountains, though not as statuesque as most 
‘of his kinsmen, is fairly muscular and can usu- 
ally pass himself off as a Rjurik traveler not a 
Wizard. He stands 5 feet 10 inches tall and 
Weighs 180 Ibs, His long blond hair and beard 
care braided and hang down to his waist 
fedi understands his cultui ruper 
tions regarding mages, though he does not 
share them. He embraces magic and hopes to 
‘more willing to accept his 
ities than was his clan of origin. To that 
end, Brodric travels throughout Rjurik, vech- 
{ng a village he can call home, 


vos 


Vos wizards resemble the other members of 
their race tall and (hick-boned, with flat fea- 
tures and sparkling eyes—so at first glance 
Spellcasters cannot be picked out from their 
countrymen. But unlike the hunters and war- 
iors of Vosgaard who shave their heads and 
Sometimes decorate (heir bald tops with 
designs of fierce animals or winged beasts, 
Vos wizards tend to keep their hair—and 
keep Vo themselves, 

Those who study the arcane arts are far 
from favored by the populace as a whole, In 
fact, the majority of Vos men and women 
regard spelicasters with superstition. They 
avoid wizards and magicians, and sometimes 
Even exile them from the tribe. The Vos treat 


their wizards with more animosity than Rjurik 
people do. Because they must be able to sur- 
ive on their own if banished, Vos wizards 

ikely have at least one of the following profi- 
ciencies: Fishing, Hunting, Rope Use, Set 

res, Survival. and Tracking. 

Some Vos fear spellcasters outri 
hang charms or images of their gods in their 
doorways to keep the wizards away. Many 
elders believe magic angers the grim 


wizard 

Yor gods and risks bringing plagues and 
famine upon the people as punishment. They 
say to cast magical incantations is to insult 
the accepted Vos clerical spells and to insult 
the priests, Wizards. 

enjoy the 


jue believe, do eat 
lessings of the gods and must. 
fully 


openly shun casters of true magic, Some chief- 
tains have gone so far as to ban wizards from 
their sight, Few will order a wizard's death, 
however, as they fear retribution. They have 
not forgotten that centuries ago, their ances- 
tors worshiped the god of moon and magic. 
Though they turned away from Vorynn, they 
have no desire to anger his successor. Lirovka 
(the Vos name for Ruornil) 

Despite the outwardly anti-magic climate 


b allie themelon with wizards amd 
magicians. These chieftains realize the power 
atthe fingertips of spellcasters and want that 
power on their side in times of war, The 
cooperative spellcasters have guaranteed 
their quiet aid in struggles against rival tribes 
in exchange for gold coins, provisions, and 
freedom from persecution, 
"The barbaric and brutal Vos prefer direct 
spells and magics to subtle creations 
manipulations. Vos wizards, feared ane 
their people, must be 
able to survive on their own terms—us 
strength to frighten their foes away. They 
wacation/evocation spells, and protect 
emselves with abjurations. They have also. 
learned that there is nothing like a well-cast 
necromancy spell to inspite fear when abuse 
from their tribes grows too frequent or 
strong. Although enchantmenUcharm spells 
could help them improve tei standing 
Insley, they consider magica 
persuasion and coercion t 
the weak, 
Favored schools): nvocation/evocation, 
abjuration, 


aera 


Unlikely school(s): none. 

Shunned schoolís): enchantment/charm. 

‘The most noted Vos wizards are women 
who disdain traditional Vos society and. 


generally have limited roles in Vos society. 
Therefore, blooded women have found com- 
Tort and a different kind of voice by embracing 
truc magic 

‘Kira Rvedlor serves as an example of a Vos 
wizard: 


AC 5; MV 12; hp 21; THACO 19; #AT 1; 
Dmg 1d4 (dagger). § 14. D 12, C 17. 1 14, 
W 17, Ch 12. Bloodline! Azrai, tainted, 7; 

eats racer of defene AC 5 
WS econ: orca . 
E 


Tec bulding, Sari. 
s At ae 42, Kira stands 5 feet, 
7 inches ll and worth 170 n. She drench 
ypls, in coarse garments and furs, 
Kira has lived a lonely existence since her 
teacher, the victim of an 


$ 


Contin magie sth land il. When 
Imig ream. ‘marshall the power of 


UTE 
DRE 
mebbaighl the same way: through magical bold- 
ings known as sources. 
e 
DOREN 


mabbalghi collects, Though this magical 

energy exists throughout cach province, it 
naturally tends to pool and concentrate 
ticular locations, much as puddles form 
rain. The higher a source's level, the more 
mehhaighl accumulates there. 

"The concentration of mebhaighl is so strong 
at sources that their surroundings cannot help 
hut be affected. The strength of the land's 
‘magical energy physically marks the immedi- 
ate environs, creating a "manifestation — 
natural symbol of the source. Manifestations 
take many forms, each one as unique as the 
source it signifies, A manifestation might be 

an ancient 
grove of 


par 
the 
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mo powerful magic on 
M eae Teo ale ehm. 
‘so much mebhaighl to cast that only wizards 
‘Tho hold sources can command rain magic. 


locating sources 


ids who seek to control sources 
‘must become intimately familiar 
with the surrounding land before 


‘they can command its mebhai 


Such "landed regents” 


inside their mi 
provinces’ magical source 


; Note that only 
‘wizard rulers will experience this sensation, 

To Bud the bockenlag onset te win 

imey across ce, fol 

it leads him, When the wizard 


use his senses in an attempt to identify the 
source's manifestation, The stronger the 
potential of the land, the more distinctive 
manifestation will be, and the more easily rec- 
‘ognized, An experienced wizard will know what. 
Be seeks the minute he ee it 
‘Others capable of commanding true 
"who have strong ties to the land— 
such as elves, or humans who 
wero born or raised in the 


difficulty wizard 


much 
EID e 
s 


province—might also feel this summons. Sev- 
eral tall of great wizards who, as chil 
dren, felt drawn to certain locations, As their 
understanding of magic grew, they recogni 
these places as sources. 

True wizards who do not rule the province 
or otherwise have connections to the land may 
mill discover and control sources within it— 
they just have to work harder. These wizards 
rely solely on their ability to recognize mani- 
festations. Many will enlist the aid of others in 
their search, such as sending out apprentices 
A0 make initial surveys or asking locals about 

x unusual natural features. 


things magical—can make an educated guess 
About whether they have located a source. But 
the discovery can be confirmed only by a wiz- 
ard who commands true magic 


controlling 
sources 


Once he wizard locates a source he may use 
the cuente hiding domaia ation to ents 
"la holding (0 under his conto The time 
Spon locating she source count s part ot ihe 
oth long action There i no mit to che 
Sabes o spuces a wizard can conl, 

Tra ward coms o holdings he may se 
the crente holding domain action sen though he 
iore a ogent Temm Rulebook 
Sates that only regente may select domain 
Seius however, scons may perform a cree 
ing ono natin reden re 

Depending upon the srengi of the land 
magii powe ar thin one rurce can eni 
Je asi province I another wizard already 
antreis s suree within the province, or te 
rice ruler eiecti the and ea 
[ng presence. the ward may meet o 
poppe toc 
Domain. Character, a 
Borraci Rulebook. 


See 


using sources 


Wizards who control sources may work in 
cooperation with the province's ruler (as court 
Wizards, for example) or as independent forces 
in the province, Of course, a wizard may also 
be the province's ruler. 


realm spells 


Wizards primarily use their sources to power 
realm spells, extraordinary enchantments 
‘Strong enough to affect entire domains, Because 
these spells draw so much mebhaighl, wizard 
san cast them only in provinces where they 
Hor aon oe ez geo Sates 
e). Realm spells require varying levels of 
Sources to fuel them; more powerful spells 
require higher level sources. 
‘When a wizard casts a realm spell he marshals 


his source's magical energy over a period of 
one month (ane action round). Because of te 
mystical connection wizards have with their 
sources, the wizard need not be at the source's 
manifestation. so Toug as he is somewhere in tbe 
province. During this period he spends part 
of every day in deep concentration, summon- 

ing the land's mebhaighl toward himself. He 
also spends considerable time studyi 


‘obtaining and preparing spell components, 
and resting, The wizard cannot leave the 
Bovine during this month of preparation or 
is realm spell will fai 
"By the end of the month, the wizard has 
immersed himself in mebhaighl, He has gath- 
ered so much that it surrounds and courses 


realm spell k 
exhausted. Unless circumstances. 
vise, he will try to spend the next. 


De "ls resting and recuperating his 

strength (At the DMs vam usted 

Sprizard could resa "eligo posaly ca 
Actions attempted in the 72 hours following 
the casting o a real pol.) 


other uses. 


A wizard regent wields influence in the 
provinces where his sources lie even if be does 
‘not rule the realm. The people and other 
apes in those provinces recognize him as an 

portant and powerful individual, one whose 

2 carries weight and whom it would he 


t not to anger, The higher a source’ level, 
Ihe preter the wizard s ability to affect events 
Mhsough domain actions, 

"A regent with a source (4) or higher has suffi 
Sent rene in the province tafe pb 
inion (agtate), create a permanent hase. 

Sperations for himself (buld and forty) or 

"Res hi cn (termin 

source (7) or higher, a wizard regent — 
though his considerable talluenee wii oca 
Craftsmen and his intimate familiarity with the 
cerrar resource can acte 
economy The hghrevel source electi 
hima guid (0) a the province. but only 
forthe purpose of establishing a rade route 
Magical enhancement of a source through 
s such as mebhaighi stones and spells docs 


not confer this ability. If a wizard rules up a 
source (6) to a source (7) in a province that 
already has its maximum number of guild 
regents, he does not receive this benefit until a 
milder loses his holding, 


Nonwizard. 


ards aid in establishing the holdings (the wiz- 
"ard expends a create holding action on the 
‘other characters behalf). A nonwizard regent, 
however, can control only access to mebhaighi— 
he cannot tap it himself. Nonwizard regents who 
control sources usually do so as a means of regu- 
ning he use of magie in their dori 

‘or example, if Fhileraene, Prince of 
Tuarhievel, died and invested a nonwizard as 
is heir, that heir would inherit Fhileraenc's 
sources as well as his other holdings. The heir 
would not he able to use the sources to cast 
realm spells, and therefore would face a choice: 
det the sources lie untapped so that no one can 
‘Use realm magic in the domain, retain control 
but allow trusted wizards to use the sources, or 
transfer control to a wizard loyal to the realm. 


protecting sources 

Once a wizard establishes control over a 
Source, he must decide whether h needs 
take active measures to protect the source and 


generally collects in the. 
lized pact of a province, 
sources’ manifestations usually do not require. 
trotetion tonis peor fee ast 


‘each: And 
Peucrounding muanilegu- 


tions grants them thp innate ability to protect 
themselves. Lovers tempting to carve their 
names in an ancient atk tee) 


Ercounter impenetale bark 


waterfall: no traveler seeks shelter in a cave 
‘notorious for its cerie, pulsing darkness- 

Manifestations also resist normal wear and 
damage from the elements (earth, air, fire, and 
water). Wizards needn't fear that manifestations 
will he harmed by naturally occurring forest 
fires, flooding, or erosion. Thus a rock formation 
will look about the same a thousand vears from 
sow as it does today, a majestic pine will sce 
neighboring trees felled by a bolt of lightning: a 
Tlooded meadow will dry out more quickly than 
surrounding land. This is not to say that mani- 
festations never incur natural damage, just that 
‘the mebhaighl grants them inherent resistance. 
This unusual resistance of manifestations often 


iolence, however. can harm 
ind rarely even the sources 
themselves (see "Corrupting Sources"). Per. 


sources: perhaps a hostile regent seeks to crip- 
ple the wizards power. In circumstances such 
fs these, a wizard may well need to protect a 
manifestation or the source itself, Wizard c: 


post guards to keep intruders rom damaging 
{he manifestation or attempting to corupt the 
Source and ts mehhaight 
"Because of the mystical link between wiz- 
ards and their sources, wizard become imme- 
Gini avare when madent or ar 
iy disturbed. (Nonwiard regents do not 
this link.) This mysterious communication 
occurs in many way, varying with individual 
Wizards and types of sources One wizard may 
experience a "nagging feeling” that prompts 
Wi to heck om te manifestation: another 
ar inland. may encounter a bird indigenous to 
hc coastal province in which the source. 
ies a third may bear the report of a deyad or 
treant upan his next visit to hs forest source. 
ion inspection, wizards can usually tel what 
has taken place, although they might not be 
the deals te at 


maintaining sources 


Sources need litle maintenance. Rather, the 
‘more the land is left alone, the better 


strengthening 
sources 


[hrough natural and magical means. 
, I S ans cas enhance ic commetion 

With the land's mebhaighl. A stronger. 
link enables them to increase the levels of 
their sources. 


maximum 

source levels 

Because mebhaigbl derives from nature, the 
T Province evel Ara proves becomes 


more civilized, the amount of mebhaighl 
Within it drop. 

"The maximum level a source can achieve is 
determined by its terrain: 


Terrain Type. Potential 
Plains, Hills, Tundra, Marsh, Moor $ 
'orest, Mountain, River, Coast 7 
Swamp 8 
High Mountains, Ancient Forest — 9 


Each level a province achieves reduces the 
possible source strength by one level, Province 
sting (for example, 3/2) indicate the province 
evel and resulting maximum source level: the 
two numbers combined usually cannot exceed 
the terrain's magic potential. 

For example, look at two provinces 
located in the plains of Tuornen: Alaman 
(3/2) and Haesrien (5/0). Because of th 
terrain, each started with a magic potential 
‘of 5. Alamsreft has developed into a province 
(3), so t can now support a source no higher 
than level 2. Its neighbor Haesrien, a 
province (5), is too developed to support a 
Source higher than level 0 

Wizards, therefore, have an interest in 
keeping the land untamed. This goal often 
puts them at odds with regents who want to 
Taise the levels of their provinces and other 
holdings, Wizards who themselves rule 
provinces face 4 unique conflict of interest. 


exceptions 


Once the source level has dropped to 0. the 
province level can continue to rise—as is the 
Ease with the Imperial City of Anuire, a 
province (10/0) located on the coast. Most 
provinces, however, don't reach. 

levels of population and development. 

‘Some natural phenomen: 
dragon bones and andergro 
sess the power to boost sources beyond their. 
usual limits. Similarly, cataclysmic magical 
events could impose stricter than-usual limits 
‘while the mebhalghl recovers. 

Finally, because elves live in perfect har. 
mony with nature, their maximum sou 
levels are not affected by changes in province 
Jevels, Elves may tap the full magic potential 
of their land regardless of their civilizations, 
Thus a forest province could support a 
source (7), and an ancient forest could sup 
port a source (9), no matter how high the 
Province level grows. 


TARDA E 


K saw some of them, once long ago, when Iwas 
a young student atthe Royal College of Sorcery. 
Thad heard rumors of powerful enchantments 
and rare magical tems ibat could Keep a source 
Sarong despite encroaching civilisation, My 
teachers denied their existence, but 1 persisted 
After all, I reasoned. if elves can i 
barmany with wature ax not vo affet 
mebbaigbl wiy could humans nor di 
{odo tbe same? 

‘At lat one of my teaches, Moridaen tbe Wo 
relented. He led me into a Labyrinth deep below 
the Great Tower, catacomb of secret laborato. 
ries, libraries, and vaults, There, in one of tbe 
rooms, lay a small coffer containing about a 
dozen silver seed. “Plant jut one i a province, 
be said. “and mebbaighl will forever iow serong. 

next day, Michael Roele died trying lo. 
slay the Gorgon. The Great Tower fell tort 
thereafter, a victim ofthe internal feuds which 
followed the emperors death 1 know not whether 
the seeds lie there still, in the labyrinth deep. 
below the wer rains 

rom the letters of Vhorduine Runemaster 

‘circa 47 Michacline Reckoning 


increasing levels 
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renewing sources, 


When a pfdkince’s leval increases, the develop- 
the landi maximum source level 


“Two years later it would he a province (0/5), 
assuming no one makes any new settlements, 
TE vestiges of civilization remain, mebhaighl 
returns at the rate of one level every live years, 
Thus, if troops from the rival duchy of Mamie kil 
all the people in Alamsreft but leave the build- 
ings sanding five springs would pass before the 
province reached (0/3), Alamsreít would aot 
achieve its full magie potential for 15 yeas 


corrupting 
sources 


hat stands impervious to light- 
"ning bolts can be felled by an army unit 
"hopping it to bits: the rock formation 
that survived a thousand years of erosion can 
be turned to dust by a disintegrate spell 
Magic-based attacks and particularly destruc- 
tive physical attacks on manifestations can 
affect à source. Different forms of attack yield 
‘damage of varying amounts and permanence, 
"Attacks on a manifestation can temporarily 
disrupt the ow of mebhaighl to a source 
Strong physical assaults and spells of levels 
Riper than the sources level (and of at last 
3rd level) can overcome a manilestation' nat- 
ural defenses. The effect of such attacks is 
similar to ing horse splashing through. 
à puddle—the water is displaced hut soon 
trickles back. When a manifestation suffers 
traumatic physical damage, a wizard cannot 
tise the source until the mebbalgh! settles, 
This generally takes one month, although at 


the DM discretion the proces Sam réqui 
Sho See mantin il QE 
prier dedil oe T 
PEERS ds 

| will 


destroved. Eventually, themebhaig! 
produce a new manifesta 


‘Only realm magic can haggia source directly. 
Wizards can poison source Geddeplete ebhaighl 
to weaken the power of rival Wizards: Most wiz= 
ads, however, including All Khinasi and ell wiz- 


arde, hesitate to use these destructive spells 
ecsuse they fear repercussions that extend far 
beyond the individual target source. These wiz- 
arde realize that mebhaighl extends past 
province borders to permeate all Cerilia; sabo 
aging even a small portion of it could result in 
unforeseen consequences, 

Feuding wizards prefer instead to attack 
each others ley liie networks or attempt to 
‘Steal a rival's sources, 


transferring 
power 


wizard retains control over a source 
until he relinquishes power or 
loses the holding in contention with 


danger threateny—one wizard 


ing wand t 
holding to the borrowing wizard, who uses the 
source Etor tual e EI 
transfer occurs thro free 
action described in the fllowi 
For example, perh 
10th-level wizard, ha 
While he is at court, a breathless monsenger 
arrives with news that the Gorgon is preparing 
for another rampage—with Dhoesone as his tar- 
set. One of Dhoesone' court wizards, Daeric, 
controls several sources (5) and (6), but as a 
Srd-level wizard he ix unable to cast the most 
powerful realm spells. As a 10ch-level wizard. 
Caine could cast them but he holds no sources. 
in Dhoesone. If Daeric can persuade Caine to 
‘become involved, he can lend Caine the power 
of his sources to help defend the realm. 


stealing sources 


Control over a source is not absokute—wizands 
can (and often do) move into each others ter- 
ritory and attempt to siphon mebhaighl away 
from their rivals: They wage this magical war- 
lare through a combination of create holding, 
rile, and contest actions 

‘To take over someone else's source, a wizard 
fst establishes source (0) in the province In 

ing so, the wizard surveys the terrain, seeking 
out a new collection point for mebbaighl. This 
new source is separate from that af the first wiz- 

| with its own manifestation. 
If the province's magic potential is not fully 
tapped, the wizard can strengthen the source 
by using rule actions to increase its level. The 
more time the wizard spends attuning himself 
to the province's mebhaighl (in other words, 
the higher his source's level), the better bis 


[aee be mpm um || 
the success of the action, the wizard may not | 
leave the province daring this period. 11 
T the contest action i success, ca: 

trolling regent cannot use his sourci | 
fed ov Ragenry atu lorie Ice sources 

level O. the regent loses control altogether, | 

The source remains contested until one of the 


* be attacker ops a bis own bongs 
the province, or rule of the province. 
4 the defender succeeds at a rule action, | 


H the wizard completes two successful con- | 
actions in a row, his rival lores control 
‘over mebhaighl in the province, The tri- | 
Simphant wizard may continue to strengthen 
his source upto the mari- =y is 
‘mum magic potential a 
Tor more information 
about the contest action, see 
the Bienner Rulebook 


bequeathing 
sources 


From time to time, regents find them- 
selves in circumstances in which they 
‘want to peacefully and permanently 
transfer control of one or more oftheir 
sources to another person. Perhaps a 
nonwizard regent has retained a court 
mage: perhaps an elderly wizard lice 
dying or simply wishes to retire: perhaps 
à young, cocky spellcaster has a knife 
pressed to his throat, 

Whatever the reason, rulership of 
sources is permanently transferred from 4 
‘908 person to another the same way all 
holdings are: through a ceremony of 
investiture. This ceremony, which f 
must be performed by a pres, is 0 
detailed in the "Domain, Charac- 
ter and Free Actions” section of / 
the Bierucnt Rulebook. 


caerbhaighlien 


cient texts and legends speak of a 
handful of sources on Cerilia that no. 
wizard can hold as his own. These. 

Sources. called cuerbbaighlien (kay-er-VAY-lea) 

by the elves, are said to be places of such 

strong enchantment that sometimes even non- 

‘wizards passing near their manifestations can 

feet the pull of mebbaighl. 

Because no one has ever been able to pin- 
point the location of one of these sources on à 
map, many scholars doubt whether they truly 
exist, Yet wizards continue to risk personal 
harm by venturing forth from the safety of 
their towers in hopes of finding the manifesta- 
tion of one of these rare sources. For it is said 
that though no individual may hold a caer- 
bhaigh! as his own, any wizard who discovers. 
one can tap the source mebhaighl. 
Mnt resp 
Had Inot been injured, buned, out of spells and. 
Meiperately seeking shelter, | might not have 
Woticed the cave at all. 1t was small. nestled into 
the side of a bill. Actually, t looked more like a 
arrow for animala than amytbing else. But as 1 
‘ran for may life, ey fest somehow led me there. 

"To enter the cave I Pad to crouch down and 
‘ral through the opening. Once inside, 1 could 
Not stand upright, but remained on hands and 
Enesi 1 cursed the loudness of my own panting 


Tate. 

‘Som the soldiers unimed T sould wl rom the 

safe dr tg hears 
pr 

ter trapped. T head one of hem say. 


se cls 1 the opening that ope of te men proba- 
Bol ceed in and patel 
TE mued dened fra few hows, When 
eme. o my rica the dor 


rung ridges ran across he floor 


"Four of the ‘each bad opening about. 
mo ond a hal fet in diameter To ith passane 
mas wider and a Hte taller, Crawling down these 

T determined that each was of a differ- 
(fib) ran about sx feet 
nom about ten feet. Each 
‘ended in a solid wall, 


Before long, the thought occurred to me that 
abe cave resembled a band. The centil chamber 
formed the palm the ridges palm lines the five 
passages fingers 

7 elt compelled to remain in the cave, That it 
offered protection and sanctuary wa reson 
enough but something else, perbape tbe same 
force uas drem me to tbe cave in the fint place, 
id re sa 

“After wo days of examining tbe cave's fee 
toes 1 speculased that the chamber was actually 
the imprint of someone’ hand, and that the hill 
formed a inl af stone sae around it Pec 
aps I nused diy, ome of the gode onee thrus his 
Band into this bil. (Outrageous, yes bu a more 
confor tough chan an) 

"Aer seven days my injurier had healed com- 
plate ai three times the usual rate. And by the 
End of that tie | esas surely a T know my 
Son mame bat I rested in a place of greas 

i. Mebbuight bad beckoned me hither and 


me umi T ie 
Bar my tolle Ead rot ended vn 1 diio 
ened tbe care, | knew that T tespased in enemy 
territory, that soldiers waited for me throughout 
{Be province, that my life was forfeit ihe founa 
me. And T new ibat my dwindling provisions 

trou nos lan forever 
‘conceived a pon. 1 had no logical reason to 
believe it could mork, but instinct wbispeed it 
uid 1 culd use realm ric 1 who bad no 
mee tbe rtc i rod fi 
ups I could make a safe escape 
(ba ponti] 
ine, Racine tbrough the mists, 

SR eluded my ‘captors and reached 
safe have. But eve since the mirls closed 
Jebind me. Hacking she cave from view, 1 bave 
pever again been able to find the stone pale, 
ies he writings of Laurel the Mist Maiden, 
‘Sea 1472 Haclyn's Count 


e S S 
When Carilia's tra children freely roamed ber 
rens and plata me could woe ow mage oxy 
ier Our anesson, regarded meal o le 
important tban air, i loved trough them and 
arp dom, hon err to the ot and ya 
ing the land's arcane secrets. The greatest Sid 
iode studied tbe pty of messin ond mead. 
net determine th sores of ance ame and 
Mrs af mip e zer tet rated 
Sr chatinls of mage d ebb bc rae 

though then iier vi aca poer Thee 
wer tbe fo ly lesb stretched fom Corio 
oldest forests to ber farthest shores, 

Thor the humans brongh destruction to our 
betel word ith tbe ney wer Te ene 
elysm that oblizerated Deismaar so distressed the 
land that many ley lines colla Our wizards 
trie ta veforge tbe ines, but tbe land bad 
‘banat oo mich. We bad jo rmn 
tothe muse ofthe riven wind. roce and imer. 
Meanwhile, human wizards discovered for them- 
sales the sce of forging loy Uns 

Now we compete with humans for land and the 
“right” to forge ley lines through it. But we know 
truths they do nat. ordeada desc 
any toca, abba rama fed 
în tha pac eh it ony 
forging. the Deismaar cataclysm so disrupted d 
mebhaighl that it bas not yet fully settled. 

Human wizards think they understand: 
mebhalghl They think ther nods give them the 
over io command magic, and that ley lines can be 
forord in places where their gods once walked he 
"ari Bul as buman ines ane ephemeral o tei 
understanding of the world is superficial. Only the 
Siübeen, wove memories outst man exit 
ten, hoy be tn babina be ance ph 

Vor told by chen oll to te pupile 


ls 


jade who control sources of me- 
aiphl can command realm magic. 

the most powerful spells known to 
human- and elvenkind. But to cast realm spells, 
a wizard must be in a province where he holds a 
source of the appropriate level unless he has a 
means of accessing mebhaighl from afar 

Ley lines provide that means. These mysti- 
cal conduits allow a wizard to tap a source 
from outside its province—to import me- 
bhaighl from the place where it collects to 2 
province where he needs it, 

For example, perhaps the Lord-Prince of 
Ariya finally grows weary of Aftane's threats 
"iiir hls state. He asks bis court wizard, 
Rahil the Falcon, to cast demagogue in Adaba 


to incite unrest in Aftane and distract the Red 
Kings. Demagogue requires its caster to hold a 
source (3): Rahil controls no sources in Adaba. 
He docs, however, hold a source (3) in the 


== ley lines 


pos 
Kouzi 1 Rab 
forges a ley line 
Irom Kouzir to 
from Adaba to cast the spell 
"The ley line creates a magical link between 
two provinces. A wizard can farge lines from a 
province in which he holds a high-level source 
Ter one in which be holds a low-level source, or 
to a province in which he holds no sources, He 
can also attach ley lines to other ley lines. 
Each line provides him with another place 
where he can access his source's mebbaighl, 
thereby making realm mogic more ‘portable. 
"Most regents consider ley lines an essential 
clement of their domains and incorporate 
‘hem into long-term strategic planning 
qonvicard regents, who cannot themselv 
forge ley lines, often guide their court wizard 
development of ley line networks 


creating and 
using ley lines 


Jey line requires a significant 
Amount ofa wizard» time and resources. 
The greater the distance between the 

source's province and the destination province 
terminal province, the greater the Cos 

se mci es mapsrt for lo a 
dla mebhaigh allows mages to forge ley 
rom anvwhere on the continent most wizards 
prefer to perform this action while in the source 
Province During a ow month period (one 
action round), the wizard prepares to forge 
line by collecting spell components, ali his 
mental energies with tbe mebhaighl of 
provinces, and (if. le) visiting the two. 
Provinces he ^to magically link, At the 
ond en uc. ie Sear eee 
Sotdor location where he can compete 
the forging undisturbed. 
(he i in the source 
province, the wizard = 
‘sully will goto the” © 


ania 
coi ee eid 


ee and circuli 
through the land. 
"This period of concentrated effort lasts 
‘three hours. Wizards sometimes 

or trusted friend nearby, as 
vulnerable. 


scours: the wizan forging atem falls. (Note 
that this success or ale is determined by the 
spel th acon 
ong le line cort the wizard 1 Regency 
Point nd | Gold Bar per province crowed, not 
inating the ores prorice, eere ey 
inc between neighboring provinces (sich ae 
Rocsone's Abbatuor and Buerlin) costs 1 RP 
and 1 CB, a line between Albatuor and Edin 
(eroning Ductin) cess 2 RP and 2 GB. 

When determining the number of provinces 
croc ler sould consider ler neas 
funding rom the approximate center of the 
Source province straight to the approximate 
enter of the terminal province. In most cases, 
drawing from center to center saves P 
money and Regency Points. Howeve 
straight line does not always work to the wiz- 
Ande advantage. Sometimes it may be more 
Expensive to draw a straight line from center 
fo Center not to mention more dangerous. if 


26 


additional 1 RP and 1 GB for the ley line's 
forging (not 1 RP and 1 CB per bend, just per 
ley line). Elves, because of their harmonio. 

‘with nature, can forge curved ley 
Tins at no additional cost, 

"Ley lines can be forged across bodies of water, 
at they can extend no longer than 150 miles 
before terminating in a province on dry 

A wisard's success or failure in performing 
the forge ley line action is determined by the 
usual 1420 success roll required for most 
actions. The required roll can be modified by 
RP expenditures made by the PC and other 
inyolved regents. Because forging a ley line 
Increases a wizard's power and influence in a 
province, other wizards naturally have a stake 
fn the success or failure of the attempt, TI 
forging wizard can be opposed or support 
by any wizard who holds a source in the termi- 
nal province, the source province, or any 

‘which the ley line will pass, 
{For more information, see "Resolving 
Actions" in the Brariqnicier Rulebook) 


oncient ley lines 


A very small number of ley lines used by the 
elves in the centuries before the Deismaar cata- 
‘lyam remain. These lines extend only [rom 
provinces with high magic potential (6 or 
above), and almost exclusively from caer 
‘bhaighlien (sources that no individual can con- 
trol). In rare instances, wizards have discovered 
that one of the sources under their control is 
‘connected to a ley line not forged by mortals, 

Those who actively seek these ancient lines 
seldom meet with success, for they clude 
detection spells. No one can claim or control 
fan ancient ley line, for it belongs to the land 
itself. (As a result, these lines require no main- 
tenance.) But those who stumble across such a 
line can tap the mebhaighl coursing through it 
to cast reales spells regardless of who holds 
the source from which it extends. 


it. Nor has anyone been able to extend one of 
the lines, Not even elves can affect them. 


using ley lines 


Once a ley lie has been forged. the wizard can 
«at realm spells in the terminal province as if he 
held a source there, When he summons me- 
high toward himself in preparation forthe 
spell he draws it through the ley line from the 
source province to the terminal province. He 
an thas cast realm spells requiring sources up 
do the level of hix holding in the source province. 

For example, refer to Map 1 (page 28). 
which shows part of Anuire’ Southern Coast 
‘where Roe sontrols# source (2) in 
Abbatuar, a source (1) in Alamier, and a 
source (0) in Tien. If Rogs forged » ley line 
from Abbatuor to Alamier, he would he able to 
‘ast realm spells which require a source (2) in 
Alamier, And, of course, he can still cast 
source (2) realm spells in 

"Note that ley lines do not make source levels 
cumulative Rogr cannot cast realm spells 
requiring a source (3). Nor can he tap the 
Abbatuor source in Braeme or Iien, two 
provinces through which the line passes, He 
can tap the source in only the terminal 
province and the source province. (To learn 

a Rogr can arrange to tap the ley line from 
Bereme or Iien, sce" Hooke Ups: below.) 

Tay lines work in both directions. If Rogr's 
Abbatuor source were contested and there 
unusable, he could use his ley line to tap bis 
source (1) in Alamier and cast realm magic 
requiring a source (1) in Abbatuor 

If a source ever drops to level 0, ley lines 
that originate from it disappear. 


connecting ley lines 


Often a wizard will want to expand kis 
sphere of influence hy connecting new ley 
Tines to an existing ley line. He may do so to 


tap his source from a province i 


Even farther away than the original terminal 
province, or to "hook up" provinces through 
‘which the existing line passes. These two types 
Sf connections are made through additional 
ore ley ine actions 


hook-ups 


Recall Rogr Aglondiers Abbstuor-Alanier ley 
line. Right now the line passes through Braeme 
and Tien, but Rogr cannot tap his source (2) from 
ier of those provinces. If Rogr forges another 
{very short) ley line—from Iien to the existing 
line—he can "hook up" Tien to the line and tap 
the Abbatuor source from there. In à 
action round he can forge a third ley line—from 
Braeme to the main line. At the end of three 
action rounds, Rogr can access his Abbatuor 
‘source from three other provinces: Alamier, 
Braeme, and Iien. (Refer to Map 2, pape 28.) 
Because hook-up lines don't cross province 
boundaries, they cost 0 GB and 0 RP to forge. 
The wizard only cost is the use of an action 
do create them, Forther, because these lines 
merely grant access to a ley line already pass- 
ing through the province, the success roll 
receives a +3 modifier 


extensions 


M Rogr wants the ability to tap tbe Abbatuor. 
source from all of Medoere, he can forge yet 
another ley line~this one connecting Caerwil 
to the Abbatuor-Alamier line (see Map 2). 
This line crosses one province boundary and 
Tenia therefore cost Roge 1 GB, 1 RP and 
‘one action to forge. It receives no modifier to 
the success roll 

‘Note that an extension is a separate ley line 
unto itself; it does not become part of the 
original line. ^. 
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ley line networks 


A ley line network is a series of ley lines set 
up in multiple action rounds that allows a 
‘wizard to tap his sources from many differ- 
ent provinces. When a wizard controls 
Sources in several provinces connected via a 
network, he can access any source (pro» 
vided its province is hooked up to the net- 
Work) from any terminal province. 

Rogr'* actions in the previous examples 
have created a small network that he c 
build on in future domain turns, For furth 

‘cussion of ley line networks, refer to the 
strategy and Tactics" chapter of this book, 


bookkeeping 


Any player of a wizard character will need to. 
‘carefully track ley lines and hook-ups. This 
‘might be most easily accomplished by laminat- 
ing a map or slipping i into a plastic sheet pro- 
tector and using dry erase or water erase marks 
‘ers, Using diferent colors to designate separate. 
Jey lines or hook-ups is recommended. In any. 
case, ley lines are likely to change throughout. 
the course of a campaign, so players wil want a 


method dus allows for exiit 
maintenance 
Every domain turn, wizards must pay 1 RP 


per ley line (regardless of length) to maintain 
their lines. This cost represents mental energy 
the wizard must expend to keep the ley lines 
in place. Each hook-up or extension counts a 


a separate ley line. 
to pay. the line fades back. 


Tea wizard 
into the earth. However, he can attempt to, 
reforge it within one year with a +1 bonus to. 
Nis success roll 

Rogr Aglondier's network comprises four 
ley lines and therefore would cost him 4 RP. 
to maintain: 1 RP for the main ley line from 
Abbstuor to Alamier, 1 RP cach for the twn. 
hhook-aps in Braeme and Iien, and 1 RP for. 
the extension to Caervil. 


hide-and-seek 


cause ley lines hold strategic impor- 
“ance for regents, wizards at times may 
Ineed to locate the ley lines of others— 
or protect their own lines from rivals, 


optional 
maintenance rule: 
power-up 


Pru isin a 
N 
even lots e a T| 
EA E 


voblem for landless. 
v but de aor rule 
often 


Rho control sour 
“pro fuse they 
Regency Points than do other regents. 
ie optional power-up rule allows DMs | 

to make life easier on regency-goor wia- 
ards, Under this rule, wizards maintain ley 
linen at their own discretion, on 
whether the wizard wants to use ar 
he might want to urea ley line during a 
particle domain turn: Wizards pay thet 
ey line maintenance before the action 
rounds of a domain turn—so using the 
powereup option requires jag 
Dn the VC's part. The wizard decides at 
ih point whch ey inc (including hok 
Sip) he wil activate for the entire three. 
‘month turn, Then be pays the maintenance 
outs for those ley lines and no others but 
ihe can use only the ley lines that he bas 
povered 

Tor example, if Rogr anticipates a peace- 
ful season with Medoere but suspects trou- 
ble may he brewing in Iien, he may elect tà | 
maintain only the Abbatuor-Alamier ley 
Hine and the hookcup to Iien. This choice 
would nave him 2 RP. However, he would be 
Unable to cast realm spell in Braeme or 
Caerwil should the need arise i the course 
ofthe domain ur. | 

ected wi I o dee desta he 
connected to it. If Roge deci " 

cond action round that he wants to extend 


gnough residui 


m m 
GHOERE AS- 


mc em 


finding existing 
ley lines 


Wizards cannot detect the presence of ley 
lines by merely passing through a province. 
Rather, they require the aid of magical items, 
artifacts, oF spells. 

Wizards using magical items to detect ley 
lines must be in the provinces in which they 
seek lines unless they use the sry realm spell in 
Conjunction with the item. For example, a wiz- 
ard who drinks a potion of ley line finding can. 
locate lines in the provinces) he visits during 
the potion’s duration—a limited area of effect. If 
he drinks the potion after casting scr, however, 
he can seek ley lines mach farther away. 

The Ring of Ley Discovery, should a wizard be 
so lucky as to obtain this rare artifact, can lead a 
Wizard to ley lines unerringly over great dis- 
tances. For more information, see the “Magical 
ems and Artifacts” chapter of this hook. 

Ta line has been hidden, such as through a 
mask ley line spell, the searching wizard must 
ast dispel realm magic or wish to detect the line. 
T a former line has dissipated or been sundered. 
the searching wizard finds no sign that it existed. 

"These measures reveal only ley lines—the 
wizard must make ao educated guess or use 
‘other means to determine who controls the 
lines and which sources power them. 


protecting ley lines 


Ley lines can be hidden, guarded, and booby- 
trapped to deter other wizards from making 
them targets of attack. Further, wizards can 
monitor their lines for evidence of tampering 
Becr sedi ak ta of Op ly 
cast specific realm spells such as ley trap. 
ende mask ley ne, and protect ley ne. Some 
Ut the rings of ey can also aid im the protection 
ae ine: These manana are more fally 
Arifacts" chap : 


ems and chapters of this book. 
n Cerilia. magic is power, When wizards 


‘wage war o cach other. they most often 

Battle not for land but for the ability t9 
Control its riebhaighl. ways to 
‘weaken a rival is to disable his ley lines. If a wi 
ard limits the number of provinces in which his 


30 


riyal can cast realm magic, he can reduce the 
lances of undead legions—or some other 
tsi marching to his front door 


deactivation 

A wizard can render a ley line temporary 

tive through the realm spell deactivate ley line, 

ical. the wizard shoal! know the locaton of 
the line he intends to disable. He can, however, 
deactivate a lnc be merely suspects exte with 
eee “hances of sccew, [ve the "Realm Spei 

chapter Vi vdd of € ley. n i 
‘No wisard can use a deactivated line— 

including the person who forged it and the per- 

Son who deactivated it, Any ley lines connected 

fo the affected line that are not powered by. 

Sources oftheir own also cannot be usd during 

the period of deactivation, Hook-ups become 

Insignificant Ley lines connected to the dencti- 

‘ated line but originating in a province n which 

the wizard controls a source can draw me 

iih (rom that source to power realm spell 

Tor example it the High Mage Asics dene 
tivated Roger Aglondices Abbatuor-Alamier 
ies (ae Sap page 20) Ris attack would 
face the folowing elles: 

4 Rog could ca realem spells requiring a source 
(2) in Abbatoor only, because he could not 
decem that source from any other province, 

4 He could cant spell requiring a source (1) 
in Cacrwil because he has a source (1) in 
Alamier and a separate ley line between the 
two provinces, 

€ He could cast no realm spells in Braeme. 

$ He could cast realm spells in Abbatuor, 
Tien, and Alamier because he has sources in 
hore provinces. However, his selection of 
Spelis would he limited by the lev af the 
Marce in each province: 

"These effects would ast until the end of the 

Spel's duration. At that time the desctented 

ey line (and any other lines subsequently 

affected) would be restored to its original 
power and accessibility 


sundering 


‘Sundering a ley line permanently cuts it in two. 
"To sunder a nc, the wizard must yur t locar 
tion. After choosing a specific point in which to 
sever the line, the wizard casts sunder ley 
"al The 


a hook-up. connecting line, or terminus (the 
point where the ine originally began or ended). 


A those to points the breach stops 

Depending on where the line à sundered 
and whether it had any hook-ups ac conaect- 
ing lines, à under ley fine spell could result in 
two smaller lines with a gap between them, 
one smaller line comprising only part of the 
original line, or the destruction of the whole 
fine. Any remaining lines must stil be powered 
by at least one source or they dissipate 

To repair a sundered line, the regent forges 

a new ley line in the place where the breach 

iue. Jis new in counts a separate 

ley line, regardless of whether it replaces o 

{Section of what was once a longer line 
Tor example, if Aelies sunders Rogr's 

Abbatuoc-Alamier line at the border between 

Alimier and Braeme (see Map 4, page 29) his 

attack achieves the following results 

‘The breach stops at the hook-up in Braeme 
and the terminus in Aamier 

+The original line now extends from 
Abbaruor (source province) to Braeme (ter 
Pinal province), with a hook-up in Tien. 

+ The Alamier-Cueewil linc remains intact, 
but is no longer connected to the rest of the 
network, Rogr can now cast only spells 
Fequiring a source (1) in Caerwil 

+ M Rogr wants to repair the breach, he must 
forge a new line between Bracme and 
Alamier. His network would then comprise 
five individual lines (Abbatuor- Braeme, 
Braeme-Alamier, Alamier-Caerwil, and the 


them, sundering a 
ley line can still cause long-term damage: 
Depending on the location of the c 
ing the lost section with a new l 
increase the total number of lines in the net- 
work, in tum increasing maintenance costs In 
such a case, a wizard might choose to let. 
remaining pieces of a sundered ley line dissi- 
pate, then relorge a new, full-length line. 


transferring 
power 


ven a regent bequeath or loses his 

varces, any ley lines he forged dis- 
ipate unless he transfers control of 
them to the new regent. Additionally. circum- 
stances may warrant the need for one wizard. 
to use another's ley lines on a temporary or 
permanent basis. 


borrowing ley lines 


Regent wizards carefully guard the locations 
of their sources and ley line networks, lest 
today’s trusted friend become tomorrow's bit- 
Serra: But occasionally a wizard has a good 
reason for letting another spellcaster use his 
ly lines. Perhaps the regent finds his realm in 
a state of emergency, or perhaps he needs to 
teach an apprentice the secrets of ley lines. 
Regardless of the cause, the sharing of such 
power is serious business. 

‘A wizard can grant another wizard use of 
his ley lineis) through the ley link action: 


-— 
Ley Linke Success: Auto 
Type: Free Base Cost: 1 RP 

This action enables a regent wizard to tem- 


porii wanton oto cosa te mon ETÀ 
Sources andor cy ne to aneber egent wie 
td. Th lending wizard oom Ne hich 
Source(s) anor ey let] he intend nae 
meee 

"The borrowing wizard mist meet roa A 
tieria. First, he must obtain permission from 
the wizard who controls the soci] Indie ee A 
line(s) be wants to borrow. (This. 
can be coerced.) Second, he must. have 
‘connection vh Cenik con. 
"rolling at fant one sour of eS dome: 
where bathe conten 

This action forms an immediate tink 
between the borrowing wizard and the 
“Sr ee ik ae for ation 
Found, daring which the lending vi 
nots the sed oes and li 
he lending wud sl retain como oh 
lige aci oce ha i ju howto 
Me thesi a bonot S AE 

Soul the ending wand was lo bea 
link befor the end at duration, he case 
so by performing another ley link action, this 


time linking himself to the holdings. 
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bequeathing ley lines r 
When a regent dies, or when he 
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of these alternative methods for forging and 
maintaining ley lines. 


method one: 
discount maintenance 


This method allows a wizard to extend exist- 
ing ley lines without incurring additional 
maintenance costs. This results in a new 
domain action: extend ley line. The cost is 
LRP and 1 GB per province crossed, just 
like forging, The wizard adds provinces to 
one end of a ley line but pays no additional 
maintenance costs for them; they become 
part of a single line. The wizard gains the 
ability to cast realm spells from the line's 
new terminal province, in addition to the 
previous terminal province. 

For example, Rogr's original ley line ran 
from Abbatuor to Alamies. Under the stan- 
dard rules, when he added a line from 
‘Alamier to Caerwil it counted as a second 
fine. Under this method, the Alamier-Caer- 
wil line becomes part of the first line: in 
other words. he now has just one line, which 
runs from Abbatuor to Caerwil. He can cast 
| realm spells in total of three provinces, hut. 

he'll have to pay maintenance costs for only 
one ley line, As a bonus, Alamler acts ax a 
terminus in the event the line is severed. Ifa 
a| rival severs the line, the breach would 
| spread only as far as Alamier (regardless of 
Where the line was cut). 


‘Additionally. this method grants wizards 
a discount when adding bookups to their 
fines. Wizards can create up 0 five hook- 
"ape with a ingle forge ey line action, at 
Cost al 1 GB, plor 1 RP per hook-up, The 
traintenance cost for hookups in 1 RP per 
Five hook-ups. 


method two: 
power forging 


This system saves wizards both money and 
time by not only reducing maintenance costa 
bat also cutting down on the number of 
action rounds needed to build a significant 
Jey line network. 

‘As in the standard rules, ley lines con- 

nect two provinces, and any number of 
provinces can Tie between the source 
province and the terminal province, How- 
Ever, under this method wizards can acce 
the mebhaighl flowing through a ley line 
from any province through wbich the ne 
pases -no hook-ups required. 
Further, any line a player can draw on the 
map without lifting his pencil is considered. 
fone line, and it doesn't matter whether the 
ine is straight or curved—the PC incurs no 
additional cost. It also doesn't matter if he 
Starts with a small line and adds on to it 
Tuter-it5 still just one line, 

Thus, if Rogr forged a ley line from 
Abbatuor to Caerwil- passing through Hien, 
Braeme, and Alamier—he would have the 
ability by the end of that single action round, 
to cast realm spells requiring a source (2) in 
all five provinces. And the line would cost a 
‘vere 1 GB per domain turn to maintain. 

PCs should, however, beware forging enor- 
mous lines that snake through half the 
provinces in Cerilia. A one-tine-does-it-ll 
plan has serious strategic weaknesses, While 
this method allows a PC to forge a powerful 
line quickly and with little maintenance cost, 
such a line is very vulnerable, A rival needs to 
Sunder the line in only one lace anywhere 
along the line—and the whole thing dissi- 
pates. Better to forge multiple lines: The 
Extra expense buys security 
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Hes 
Today in Roesone' court I caught a glimpse of. 
the High Mage Alis. Though shore in stature. 
the power he wields made Pim seem to loom over 
us, Lew, as watched him enter the mon, that 
someday I wanted to achieve what be bas 
achieved to at once command the mekhaigHl of 
Cerilia and the respect of its rulers 

ver PC wizard 


CIL 
Avec UN 


its magic: they can use their spell to wage war 
or bring peace, Which path should-a player 
choose for his character? 


the footsteps 
of others 


ometimes the best way to learn is by 
‘example. The following characters (whom. 


might recognize from other 
Bürmncir products) are spelleasters of great 
influence in Cerilia. To meet one is to have a 
brush with power to study under one is the edo- 
cation of a lifetime, In a way. that ia the opportu- 
nity we affer here—an introduction to these 
Tajo mages,” à chance for a player to leam 
from the stecesses and failures of the masters 
when planing his PC's own rise to glory. 


high mage aelies 


‘tothsovelhalfelfwisard 
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Bloodline: Vorvan. major, 36. 
Blood Abilities: Protection from evil, blood- 
mark (aighining boli-shaped birthmark on 
i right indc BS 
Special Equipment: cepe +3, ring of prove 
35259, ah of diplactunxt local dng 
ing and of magic mln, numer. 
S potion tad srl 
Spelis Usually Memorized: Audible glamer 
trond unter daneo isbat one 
Erne, plient red pata foree, na 
of ethene oi ia h toa o 


improved invisibility, phantasma! killer Shaef- 
paste shadowy distinction, shou: avoidance, cone 
of cold, distance distortion, feeblemind, stone 
shape: amrimagic shell, death fog, eyebitei 
eis magic: Pay object, 


Description/History: The High Mage Arlies, 
first mentioned in the Ruins of Empire hook of 
the Birrttarcarr boxed set, is a Mawk-nosed 
man with stern features, His lean [same hay 
been scarred by mam rts amd an 
unending thirst for mone magic. Shall for à 
halí-elf he stands lite mare than 5 (eet, 5 
liches tall and weight abaus 130 tbs, But even 
those who da sot. power recognize 
his confidence and. lemeanor. Aeljes 
commands respect, and often deferente, 
nearly everywhere he travels. 


Rogris a: 


whilethe High Mage 


High Mage Aclies: apparently 
immensely powerful, and cunning in the 
extreme, But on closer examination, the com- 
petition between the two. 

I still a gross mismatch. 

Why, then, docs the High Mage permit 
Rogr—oe anyone else—to develop sources and 
‘other holdings in the area? 


the high mage’s strate 


ics values knowledge and power as the high- 
est of commodities. He seldom worries about 
‘material possessions (including gold), prefer- 
Ting to leave those concerns to his lieutenants 
and sometime allies, Aelies is a true lawful neu- 
tral character—he respects treaties, alliances, 
and contracts to the lette, He depends on his 
‘businesslike honor to sec him through crises 
and lean times much as be depends on his wiz- 
Ardly power and potent spells to see him 
through physical or magical challenges. 
aV a seni, Aclies ses no proi co ion 
edge gained, no real power accum: by 
eliminating "friendly" rivals. (Aelies defines a 
Friendly rival as one who does not try to take. 
what Aelies already owns.) The high mage 
Slowly accumulates more sources (or improves 
the strength of those be has) while gradually 
growing in power and knowledge. He reco 
izes the fact that his elven heritage give 
1 certain patience. an unhurriedness that 
both helpe and hinders the achievement of his 
konls, He can afford to wait until an uncouth 
be unpredictable rival makes a mistake (or dies 
of old age), but he also has a hard time moti- 
Vating himself to frenetic activity-—as pure 
humani has ahvays been able to do. I Aelies 
acquires one new source every five years, he 
` Would consider that a lightning pace. 

‘élies also recognizes the value of patience 
ied neutrality: There have been no serous ch 
lenges to his power in over 100 years. The last 
true enemy Aclics had wos the Countess Adrien 
Ruell—a wizard who tried to use sorcery to 

her realm the center of a new Anuirean 
The countess saw the high mage's 
holding of power as 2 threat to her 
sought to eliminate Aclies. In the end. 
hastened the demise of her would-be 

í (as well as herselt) 


ies 


a violation of unspoken and spoken treaties, 
and eventually combined their power to elimi- 
mate the rabid wolf from the pack. Aelies, as 
always, assisted his allies in their endeavors 
but never once revealed a passion one way or 
iamother- be simply did what was necessary: 
"The high mage is a builder and a fortifier, 
His sources are all connected by ley lines 
and. as unfortunate challengers might find— 
he has trapped and protected his sources 
and lines. When Aelies establishes a new 
Source or forges a new ley line, he acts only 
with careful consideration of the conse- 
ic knows what he is doing when he 
val, but the rival may not. 


though the realms 
Tien generally feel threatened by the power of 
‘Ghoere, Aelies seldom helps them enough to 
get the Baron of Ghoere angry at him—and 
Aclies will even do occasional favors or per- 
form paid services for Ghoere. 
“The wizard seldom uses his spells in armed 
Mage generally assumes 
that when two realms go to war, they fight 
‘over a mundane conflict not worthy of his 
interference. When he does choose to become 
involved, however, he holds nothing back. He 
reasons that the side be doesnot support vill 
ived 


drop out of sight (on the political map of 
‘Anuice) for months or years at a time while he 
devotes himself to 2 personal project, He will 
nor neglect commitments or treaties during 
this time, but he may find himsell so absorbed 
that he the state of his own holdings 
As a result, Aelies leaves his usually human 
‘retainers to manage his domain. This practice. 
has, on more than onc occasion, led to the 
‘high mage’s loss of entire sources or ley line. 


Setsorks, Aelia tends to forget, having been 
alive for hundrede of years, that every thirty 
Fears or so he has to train a whole aew set of 
Teutenants—some of whom fave 
the same capabilities as their 

"The High Mage Aelics could thus summa- 
rice hi strategies 

“Accumulate enough knowledge and 
power to be respected, but not such a repu- 
ation as to be overly cared. To do wo, build 
Solid, easly maintamed networks a£ beidinge 
find ley lines and da not iy to squash every 
Potential rival who comes down the rua. 

Te patient. Even i you are not immortal, 
‘you have time on your side, Wizards become 
Sly more povera and knowledgeable with 
lime. The older you get, the more power vou 
are likely to have accrued. Trying to achieve 
doo much too quickly will only make your 
ile ners d 

Be honest scrupulously honest, Full your 
contact to the eter of pod fad Take no py 
in outemarting or cheating a supposed al 
Today's financial or political coup may become 
tomorow defeat Falli an aec 
ontract or treaty makes you look good: bre 
ing even an unfair contract makes others less 
vell to negotiate with you in the fuu 

Form alliances but not unions. Siding too 
alten with one side in a conflict or one partier 
Jar ruler in m area may associate you unfavo 
ably with that power, Enemies of that ruler 
‘become your enemies because they see you st 
acting in that regents favor 

Obtain trustworthy and competent lieu- 
tenants, Many ofthe things wizards do can. 
not be done by anyone esc and take time and 
Breat effort, Alo, vou may be called oa to 
enue or explore aay in sears 
of knowledge A powerful wizard needs people 
vocan fli his contracts with other regens. 


learning from the 
high mage’s mistakes 


Aclies isn't perfect—or infallible, PCs who 
study his methods can also learn whatnot to dos 

Do not become so concerned with the pur- 
suit of knowledge or power that you forget to 
protect your interests. Alies has a long life 


span and has achieved a very high character 
level; he can recover from s s 
Mortal and lower-level spelleasters 


might not get a second chance. 
Pick your fights. Though Aelies isn't proud. 
of the fact, he has made a few enemies over 


the years: Fortunately, he has been able to out- 
last or out-cast them and he’s survived—but he 
as paid a price more than once. 

If you desire larger domains or rulership 
beyond Acliere scope, you might have to 
‘choose a permanent ally or two. Aclies has a 
good sold domain—but after several centuries, 
it could be a lot larger. Part of the problem 
‘might be the high mage’ reluctance to form per 
manent alliances or enmities. 


quicad al-dinn 


Lbeleve renegade Kbivasi necromancer, 
"The Shame of the Southlamds" 


s 1 
© v 
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18 x 
n 
Al: CN 
AC 2 
hy s 
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THACO: 15 
emo OY 
Dmg 1d6+1 (staff +1) 


Bloodline: Basaia, major. 38. 
Blood Abilities: Alertness, divine wrath; 
resistance (major). 

Special Equipment: Staff «1, mbe of 


Description/History: Quitad al-Din, men- 
tioned in the Rjurik High campaign expan- 
toasts ince ee ge nee 
3 man on the run. He refused to 

the Temple of ln and take the Fie Quir 
required of Khinasi wizards; he therefore has 
been sentenced to die The 37-year-old rene 
gade sands just shy of 5 fet and i Of medium 
Fila: His striking facial features are easy to 
semen hoeven pre nto Malere 
ness blood ability ead polymorph ref spel 
probably woold have beca found long agp 


ol-dinn and the five oaths 


Quirad al-Dinn began his studies as an appren- 

tice toa well-respected sorcerer in the city of 

Adaba in southern Altane. He was an apt sto- 

dent, often praised by his teacher. But when 

the m Same for him to Fog i pi 

tae tempie; al Dinn balked tthe prospect 
ive Oaths: 

ep oy the toed fb levfl ale of 
the state: AL-Dinn had no qualms with this 
nth Though he personaly did not aree with 
many rule his power as a wiz 
would allow him to change or influence laws 

il Quiad 
n to this oath i necessary. To 
most Khinasi wizards, preserving knowledge. 
means sharing it the more people who know 
something, the leas chance it has of becoming 
Vost, The future Shame of the Southland 
however, was always circumspect in what 
Knowledge he would share with others. 

Never to rae band against another mage 
swum to the oaths, except ax commanded by the 
liege in lawful war. Because this oath meant 
other wizards could not attack or harm Kim, 
Sl-Dinn was all in favor of this commandment 

Never to use magie to raise or communicate. 
with tbe dead. Thix oath was a Dion's down- 
Tall Despite the taboo against nectomancy in 


pei pets ai upe dea 
SONN br Nie i e pete 

eee 
PIER D 
ee Ler 
and became obsessed with the idea of revivifi- 


fe enh peor necatur ud 
Oaths. This view might be accurate, but more 
likely Quirad simply knew that this oath would 
become his death. nothing is more. 


wanani-and 
Important al-Din din ht own sural, 

Contrary 1o saine romantic accounts, 
Quiad a Dim did mos challenge e ritmos. 
sita Eie One tact elnttng to orea to 
Them escape the Khinasi lands through his 
Tm wis and courage. Rather, the soon d be 
Shame of the Southlands bundled up a few 
ponessons and eft bis masters home on the 
Fave o going on he pilgrimage. Bat an days 
prew into weeks, and weeks into months, 
rad never arrived atthe temple, Instead, 
Ae ed north to Rjurik, 

Epon realizing n: Die cedem the 
eder of the Temple of Riini placed him ander 
Sn immediate death sentence that could be 
Samud only U A Dia tepore 
St before a council of wizara, pied 
for mercy and sware to the Five 
Oli Tha tine fr supplication 
Mas Lg sace elapsed. 
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At fest alDing do survive in the 
highlands and forests of unfamiliar territory 
and an unfriendly climate. Soon, however. he 
‘established a base of operations for himself 
‘where—through self-study, research, and 

jentation—he improved his mastery of 
spelicasting and control over several of the 

's magical sources, 

Hunted and feared, the cenegade wizard 
spends most of his days in Rjuvik. He some- 
times enjoys the company of Adriala, a mys- 
terious sorceress who also contrals several 
magical sources. Quirad is smitten with the 
woman, who is nearly his equal in magical 
abilities. Tt is, however, a tenuous relation- 
Ship: Sometimes the two are rivals pursing 
the rame goals oe magic itema: sometimes 
they cooperate. Bath keep their origins 
secret from each other and outsiders. 

"Together they protect their home with a mall 
force of corpses they gathered and aised. Bod- 
Jes of orogs, humans, and dwarves, the undead 
force keeps travelers and wanderers at bay 


staying alive on the bull's eye: 
aldinn’s strategies for survival 


Quirad al-Dinn is about as chaotic and ego- 
omo toilette ed 

is He sees ering and prone he 
Sese i tcl tc ba oer ts BE 
toa goal—with the possible exception of his. 
sometime lover, Adriala. Even she gains entrée 
‘nc Me worl ony congo hoa 
is power and fulfils bs need. 

“Sad alere ha cher think as be dee, 
seite ry oben eye at le 
IG totais iar ov pde hy eig 
Srey se manica and melf semiek 

we Type pee. meg 
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becse he is a living example to their hypocrisy: 
After all, he reasons, no evil has come to him 
because he refused to swear the oaths. 

‘Al-Dina is suspicious of those around him; 
‘on occasion, he even believes fate and circum- 
stance conspire against him. He sometimes 
Comes up with convoluted schemes to achieve 
simple goals because he always sees a third 
party ready to act against him (whether or not 
‘that perception is accurate). In Rjurik, where. 
wizards are regarded as creatures to be ue 
pected. this deviousness has served him more 
Sten than noe. 

ds aman on the run and, later, a wizard in 
hiding, al-Dinn spent many long hours devis- 
ing plots and plans to ensure his survival and 
increased power. Sometimes hís nature has 
interfered with his own success, but for the 
most part he has made few costly mistakes. 
Quirad al-Dinn would summarize his tactics 
a follows: 

Use, use, use. Everyone and everything you 
‘encounter can be used to your advantage, 
Most people will let you use them—nay, 
‘encourage vou to use them —If they think it iv 
they who will benefit. Those who object to 
being manipulated only despise you because 
they are envious of your power and abilities. 

IE possible, prime your “tools” for future — 
use By greasing their gear, Give those you 
manipulate a little of what they want, but do 
not give it all. String along a pawn, find out 
what it most wants, and give it a litt l 
more. If you ever give the object of your 


‘manipulation what it wants, it will abandon. 
you. Gratitude is a fleeting emotion: you do. 
Foe c tgp er edet 
thing they want, or they will set new goali— 
ones that conflict with yours, 
Be aware of outside manipulations by 
those of equal power or position, Sometimes 
‘wish to go along with another's 
‘manipulations because you can get something. 


‘you want. Do not allow yourself to be drawn 


too deeply into another's weh, however hen 
Sou start substituting sour will and desires for 
that of another, sou are on the road to ruin, 
Your domain exists for your use, Do not let 
‘others think vou owe them anything or that 
they have a hold on vou. Treaties and alliances 
<an be made, but they are made to be broken if 
they fase tov lou. De aot bina yourself with 
‘oaths or treaties because they give others a has 
dle with which to steer you. Consider careful 
lore drying your domain if you assume 
the ridership ofa law or guild bolding, vou may 
have greater influence and resources but your 
responsibilities will increase geometrically. 


eplose te boundaries of yous seers 
and try to surpass them. Do not subscribe to 
the limitations of the weak. If another sa 
something is impossible or immoral, that is 
because he cannot, or dares not, perform the 
deed himself. You can pretend to allow him to 
influence you, but always explore the “impos 
sible,” Your morals and ethics are yours to 
decide; let no one dictate your thoughts or 


learning from guirad 
ol-ninn's mistakes 


Much can be learned from studying al-Dina. 


‘cunning or clever person can benefit from 
duplicity: Quirad al-Dinn learned much dur- 
ing hiv apprenticeship and afterwards 

preyed on the Khinasi confidence in custom 
and tradition. His teacher and the temple 

ders were wo certain that any wizard study- 
ing their ways would not shirk from takin 
the Five Oaths that they ignored the 

Dinn' disturbing nature and propensities 

‘When he betraved them he escaped their jas- 

tice but now he lives in exile, envious of the 

rewards reaped by those who remained 1 

fal, and beating 
Not everyone thinks the way you do. If 

you are selasered or stri Imali vour 

lang that selfishness will hecome apparent 
to those who hold themselves to higher stan- 
dards. Soon all your plot wil have the same 

Maw: If an enemy or would-be pawn can d 

Hegre rst yon be gain om a paar 

he can unravel of those plans 

“With tte trouble, Besides, those who seek 

“only ‘ain and strive to manipulate oth- 
^t often fll into the trap of being manipulated 
by their own desires and suspicions 

Ali power has a price. So far, al-Dinn has 
paid for his extra fteedomy by losing his home- 
{and and the respect of his peers He eventually 
may pay with his Tife hecate he has made pow. 
erful, unwavering enemies, And rumors say 
that al-Dinn may soon pay a darker prec if 
he continues to tamper with necromancy and 
the veil between Cerilia and the Shadow 
‘World, he could end up releasing more power 
than he can control 


caliene Ilwelun 


Wizardess of Grevesmi, 
S-levd Brecht wizard 


Blood Ability, Resistance (minor 
Special Equipment: six to eight scrolls 
(seribed spel), seven assorted potions, 
Spells Usually Memorized: Sleep, 
ardere veur eat m. 
mon svar fiy, 
Broficiences:Suff, Fire-huilding, Fishing, 
eris Nt se, Saka, Siig 
DescriptionHistory: aliene Lively, men- 
tioned the Haven of be Great Bay cam 
ign expansion. is young woman sure o 
Reteelf but unsure of the future of Greves- 
‘mahi, the domein in which she liven, Small 
od slight for a Brecht woman, the 26-yen 
id stands barely 5 fee tall and weighs Ja 
od, She wears ber ond te 
4 phe, and dressar in plaia 
ceablg Mother. Callene i very 
ive and surghisingly eloquent for one 


veins, the Wisarden of Grevesmahl seems 
Intent on turning the rough wilderness into 4 
Comfortable and prosperous land. Unfortu 
Sate, she has few alien in this endeavor. Her 
main nemesis, Colin Shacfpaete, the Island 
Mage, does what he can to thwart her civiliz- 
ing attempts; the Duke of Grevesmahl, 
Shaemes Karlburgher, offers no help at all. 

Caliene controls several of the realms 
inland sourcen, having inherited the rit 

rom her teacher a few years ago and slowly 

adding others to her domain. Cut off from 

ution early in her career (it s said her 
former teacher ran afoul a the pirates of the 
Zweilunds), Caliene has a thiet for knowl- 
ge but considers her mundane pursuit to 
Ve more important at this time. 

Unlike moat regents, Caliene Liwelyn has 
no permanent residence Technically the court 
Wizard of Grevesmohl she dadaios the court 
idh a fervor matched only by the duke indi 
Terence to her existence: Av a result, most of 
Ciliene e magical experiments and research 
fre done "on the Toa? or in the wld. She par 
lay favora che hils and woods of the Kal 
fog province, Since that area features a pass 
between Grevesmühl and t rival Hjorg. mo 
ne disturbs he there 

'Caliene is a friend to adventurers who prove 
hemscheva friend to Grevesmaht. Those who 
Would tame the wilds o the realm 
Jig the and find assistance from this 

inpreponewing wianden. 1 possible, 
Tisclin wil help adventuring parie without 
their even knowing it. 
aL en fom adventuring groups that 
She feels she cannot take the ime to research 
Ad study new spells, she trades information 
e asistance for new spells or theories, Just 
Showing Cilene a page of «wizards splibook 
il win her over to one side 

Fortunately, the wandering wizard has 
learned caution when dealing with strangers 
Gn various occasions Colin Shaefpaete, her 
enemies im Rahley and Hjorig and even the 
"lake have tied to entrap, deceive, or elimi- 
tate her When she survives such an attempt, 

Ciliens becomes morose and feels her 
llo at civilizing the regon are 
rules Within a few months. 
eee sla i indi 
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the civilized course of 
caliene llwelyn 


Caliene wants law and civilization but knows 
She cannot impose either on a realm that 
oce not seem ready for it. If her power and 
"determination alone guided Grevesmühl, she 
reasons. the realm would collapse when 
Siber matters demanded her attention, 
Caliene has decided that she needs to help 
Grevesmtbl learn the lessons of the past by 
Setting an example and helping those who 
‘would form the future, 

‘Caliene could summarize her strategies as 
follows 

‘Operate behind the scenes. There are 
wizards and other people more powerful than 
Tou out there. Every time you perform an 
Important action, you draw attention to you 
Sel Ifyou can encourage and support othe 
To act on your behalf or in accordance to your. 
Wishes, you remain useful and in the shadow 
Df their success. 

Don't trust other rulers, Even if Greves- 
mahl were blessed with a competent and vise 
Brons regent, Caliene would remain cautious 
"and alool. The important thing is the realm, 
not the ruler, The people and the land can 
Best be served by hard work and anonymity — 
leaders arc imperfect, A helpful hand at the 
right time is more useful than overt direc- 
tions. People chafe at strong authority. 

the land and be willing to give a 
little to get a lot. Even though Caliene’s 
sources could benefit from the wildness of 
revesmühl in much the way Colin Shaef- 
pacte’s do, she is willing to sacrifice so 
Potential power for stability. Certainly, a wi- 
Ard in avis domain can tap greater 
amounts of mebbaighl but more things can go 
Wrong with overt chaos than will go right 

Keep moving and keep learning, Staying 
in one place, physically or mentally. leads ta 
Slagnation. Research can be useful hut hands- 
fon experience is bener. You can better ascer- 
ain what is going on around you by moving 
ound the domain and gering involved with 
Smaller matters, rather than staying back in 
Sour tower looking at musty old books. 

information. As long as you are 
bonest and generally forthright, you cannot 
reveal knowledge to another that will come 


back to haunt you. However do not give away 
information or assistance withogt receiving 
something in return. If you can learn about 
places beyond your homeland, you may be 
"ble to implement necessary changes in new 
and better ways 


learning from caliene 
tlwelyn’s mistakes 


Catiene wields significant power in Brechtür, 
bat the young woman could smooth her way 
by evaluating her methods and making a few 
changes 


Learn to play the court game. If Caliene 
wore willing to make an occasional appear- 
ance at the court of Grevesmühl and attempt 
to get on the current duke’s good side, she 
might be able to advance her interests. While 
she has quite a bit of magical power, it is not 
the type necessary to achieve all her goals 
She needs to cooperate with someone wi 
has political force if she wants to bring eivi- 
lization to Grevesmühl. 

‘Devote some time to research. Exchang- 
ing information and learning from others is 
mol discouraged; nor is traveling around your 
domain. But take time out to ponder what you 
have learned and generate some original ideas. 
If you can come up with a unique idea or 
process, you could have a distinct advantage 
‘ver circumstance or your enemies. 

Do not live defensively. Take action when 
^ situation requires it, Even if you lack the. 
power of your foes. do not let them dictate 
the rules of your relationship. If an enemy 
wizard constantly encroaches on your 
sources, or a regent continues to rule up a 
province (and reduce your source in the 
process). do something about it. Do not just 
defend yourself bat fight back— diplomati- 
cally, militarily, or magically, Make that per- 
son think twice about tampering with you. 
again. He might tum to easier prey. 


the sword mage 
Tevet Vos wizard 


s n 
7 
16 
5 
n 
15 


LE 
E 
ds 
Mood 
"THACO: 18 
wrt 
Dmg: 144 (dagger) 


Bloodline: Vorymn, major, 42, 
Blood Abilities: Alter appearance, resistance 
Special Ea ask of reor AC 0, 
ipecial E. of swords AC 0, 
blade of protection +2, blade of magic protection 
(works as scarab of protection), blade of opening, 
(storks as chime of opening), numerous potions 
and scrolls. 
Spells usually memorized: Burning hands, 
change self, magic missle, wall of fog: Mindnas, 
flaming sphere, stinking cloud, web; fireball 


lightning bolt, slow; ie storm, Shaefpacies shad- 


‘wy distinction: cone of eod, summon shadow. 
roficiencies: Dagger, Saber, Reading/Weit 
ing Anuirean, Weaponsmithing.. EN 
Description/History: The Sword Mage, first 
mentioned in the Ruins of Empire book of the 
Burriocarr boxed set, controls a wide network. 
of sources and ley lines in the Heartlands of 

Anuire. The formidable mage is mysterious- 
none is sure of his age or whether the spell- 
caster is a man or a woman. "He 


‘though some say he interacts with 
fiends who, if certain of his trae 
identity, could control him in 
return. The threat of death 

[or worse) keeps the curious 
from probing too deeply 

and the foolish out 

of the Sword 

Mages path. 
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"The mage currently allies himself with Gho- 
ere and is ruler, the baron Gavin Tael. It is an 
alliance of convenience and little interaction. 


Allows ideas of conquest into his head 

Title i known ofthe Sword Mage's past, 
By the time Tael realized his presence in Gho- 
tte the mage had already ser up a power 
Series of sources and short unchallenged ley 
lines Those who have deat with him describe 
the wizard as aggressive. sometimes beliger- 
ent, but not incautions. 

Many wizards, knowingly dr unknowing, 
create for themseives mantles of distinction. The 
Sword Mage» fascination with blades of all 
pes is hie mand He hav ethec manufactured 
Or otherwise procured maay magical words 
Shut he lues to his i ax needed Als, 
bit roots in the militaristic caue ofthe Yos 
have enabled him to bëcomme proficient at the 


saber, a highly uhusual feat for 
The Sword Mage s cloak of pow 
erful magical ftem constructed of heavy fab- 


ric and magigally flexible swords that meld 
with the fabric, Each sword provides a new 
layer of protection to the wizard’s person. 
‘Some specilate that he once had the service 
of a fiend from am jo could 


magic and skill at arms (not to mention his 
items) to see him through any conflict, 

"The Sword Mage is not above using others 
to do his dirty work. His chief retainers are 
nary a feared as Core’ ron Guard, Some 
are dual-class fighter/mages, while others are 
Simply rogues of the highest order. These 
‘operatives achieve goals too petty for the 
‘Sword Mage s personal attention, acting in 
anonymity if possible but revealing their 
mature if necessary Like the Sword Mage him- 

ntity with 
"openly" each hench- 

ver cloth mask with a 
vp the face. They are sel- 
dom scen in this garb- bot when they are, fear 
follows them. 

The Sword Mage's “rumored” ability to con- 
tact other planes and bring across fiends ax 
servants is genuine. He exploits this ability 
when necessary, summoning powerful beings 
to achieve his darkest goals 


the sword mage's 


double-edged strategies 

A powerful wizard with a warrior's heart, the 
Sword Maye’ tactics may seem more mone 
dine and direct than tore of other wards 
Vr be maker up for hi apparent lac of 
cane interest v a cunning that keepa bim 
i poser and comfortable. The Sword Mages 
Pepe ean be sammie as follows 

Fear of the unknown is effective, but fear 
of the known can be even more powerful. 
The Sword Mage’s direct approach keeps chal- 
engens ef his doorstep, Whe other wizard 
come up with complicated, even brilliant ways 
to keep rivals at bay. the Sword Mage a 
kills or cripples his enemies. Same wit 
might think they can deal with the mysterious 
Spaicaser= magicl threat but the Sword 
ass beines thet owa mortali ta light He 
mi not dance the arcane dace with s fellow 
Practitioner: he just hil his foe: 

‘Secrecy works to your advantage, No one 
nove the Sword Mages dena the wizards 
Secrecy beeps everyone fring wha they can 
Sousec, He could be snyehere, at any time, 
Sad oc one would know Plus, if hinge go 
Groupe See Mage ca ul of tel 
naif swords and disappear A 1Othlevel 
‘ard especialy ane e appearance and 
Sex isunknown) who wants to say out of sight 
feret hard co lind just ask those sl 
Sin for Quiad ais 

Subtlety work. The uneducated dinis 
che Sword Mages tactics as draconian and 


Sid ude ti noe se ak 
Mes Rogr Aglondier, Spider. 


practitioner 
yas in town, bis network of sources and ley 


arda Srzound themselves with apprentices 
And lieutenants who use magic. In seeking to 
‘rengthen their arcane power and knowictge 
they often neglect other interests, Not ao the 
Sword Mage--he has recruited operatives 
With stealth and fighting ability (and some 
Magical talent}, He uses them like the secret 
police force af Ghoere Put in pursuit of his 
‘wn agenda. 


these occurrences ax contact with the Shadow 
World or simply claborate houses, The Sword 
Mage explored the rumors, made contact. 
with otherworldly beings, and uses their 
Knowledge and power to his advantage. Oth- 
ers could as well, Even wizards not interested 
in affeworld exploration could tap into the 
Ancient knowledge of the Basar (said to sll 
exist beyond the seas) or even across the 
Straits of Aerele in the wilds of Adana 


learning from the sword 
Mage’s mistakes 


‘Those who study the Sword Mage may come 
Jo the conclusion that secrecy and anonymity 
have some drawbacks: 

Mystery and reputation drive away as 
‘much support as they garner. While the Sword 
Mags is considered nithless and brutal by most, 
Other rulers of Cerilia with worse reputations 
have no trouble finding allies and vassals. The 
Sword Mage, a powerful wizard with much to 
fer un lanes. hay only nocan uneasy part 
nership with the despicable Baron of Choere. 
Others in Anuite might wish to alls with the 
Sword Mage if they knew a little more about 
him or if his reputation wasn't so forbidding 

Dieetness provokes directness. Two wiz- 
ards jockeying for magical supremacy do mot 
generally affect the mundane world in ways 


that commoners or even other regents can 
perceive. However. the Sword Mage's 
retainers, his fiendish allies, and the barons 
forces working in the wizasd's favor all 
attract attention. As a result, when the Sword 
Mage enters into a conflict with another wiz- 
ard everyone sees the Sword Mage as a mare 
Powerful bully acting against a less powerful, 
relatively nonaggressive foe, This perception 
sometimes brings the challenger unlooked-for 
aid in his battles with the Sword Mage. 

Distinction breeds legend. Rumors and leg- 
‘ends about the Sword Mage fly around the bor 
ders of Ghoere. The tales always portray him as 
‘evil, cruel. and heartless more so than other 
regents who have resorted to even fouler mea- 
sures to achieve their goals. The Sword Mage is 
Starting to attract adventurers and heroes who 
leag for the glory of overcoming the “er 
enchanter” and. magical treasure: 
trove. The Sword Mage can use his fends, the 
baronis troops, his retainers, and his own abili- 
tiesto stymie and destroy challengers, but deal- | 
ing with them wastes his time and resources— 


Ad eventual coc igh wiceed 
caelcocwynn 
Court Wizard of Rhuannach, 
Tct df ward & 
sov 
& x 7 

18 

n 
xo 
f í 
bts 
aS 
M 2 y 
TRACO: 17 


P 
Dmg: 14642 (affe) 


Bloodline: Anduiras, major, 22 
Blood Abilities: Animal affinity (minor), — 
courage major) 


fear, ballucinatory terrain, plane growth: animal 
ath, fchemind. sending, teleport: compare ani- 
tral, suppress Hoodie. 

Proliciencies: Dagger, Staff, Astrology, 
Herbalism, Reading Weling Basar Read. 
ing/Writing Elish. Spelleraft. 

Désceipti P Caclcorrym, first men- 
tioned in the Cites of he Sun campaign expan- 
Sion. is the court wizard of Rhuamnach, an chen 
domain near the Khinasi states. He is tall and 


is menor, 

“Caclcorwyon andthe other elves of Rhuan- 
nach maintain guarded goodwill with 
Romans. particularly the Khinasi. Unfortu- 
nately, the Lamia, the Black Spear Tribes, and 
the other humanoids of the region have cut 
the fp many fh ie alies aod 
ep the forest kingdom under siege. Few 
islstl to and iem Ronchy Cat- 
cotwyan Keeps his eyes on those who do, 
hardy wpuinet treachery and hoping for aid. 
Cacleursymn came to magic early in e. He 
$2 learned ull he could from his teachers at a 
‘young age, then abandoned his enchantment 
i Tor nearly a hundred years, Some suy he had no 
| discipline for magic others hlicee he became 
bored with the repettivenes af ancient rituals 
and the study ol ancien tomes. He went wan- 
‘ering for a dozen years, up to Cwmb Bheinn 

Sod south ino Djata and even Khourane. 

"An a result of hi travels the elf wizard per- 
eives more clearly than others of his kind the 
threat to not oniy his Kingdom, but to all of the 
Southern coast as well. The Lamia, the Black 


a =: Sar ey 
Jost died in battle against the Black Spear 
‘Tbe. Ballads sy tat Brasundrac asd his 
at pall t defend the High Lot body to he 
Let ter thm escaping ino he forest Teue or 
fot when Cacksorwyan accepted the position; 
B roseira wo serve the High Lady wid equal 
Tadsioco and not tow telas din of 
ivawach to disappear from Cer, 

Fiona the Sad Qucen of Rhuannach, shares 
Cackcomym devotion to the foret ream. 
nce a beautiful and cheerful ef maiden, the 
is Lay became queen of the ches im bap 
p mes, Now atter losing her husband and 
umi e Throne she har channeled her 
Sadness ots magical explorations that rival 
"e o her court wizard 

Perhaps vas Une High Lady sane and 
beauty, mingled with her knowledge of magi 
sat In ere ered Cal 
Sore. No longe M youth enr 
and the ln in sarek of knowledge and 
fev ewerience he has coma enamored of the 
Si Gien and Ruamach tni He has vomed 
hate eim wl tal only after he es dead at 
Erde and at he wil ot fal o sve hr 


coelcorwnn's elven insights 


Most elf wizards learn patience and o 
standing before achieving power and position 
They come to realize that sometimes the 
power and facility of magic can blind its users 
to more effective means of success. If Caclcore 
wynn has learned these lessons, he has yet to. 
‘be tested on his knowledge. 

"The court wizard s strategies can he summa- 
tined as follow: 

Loyalty and devotion have their own 
rewards. Cackorwynn serves a faithful ruler 
amd puts her interests and the interests of the 
Tesim before his own. Or more accurately, her 
interests and the realis interests become Cael 


t the eye of High Lady Fiona, 1's. He is not blind—he will argue with 
who was in the High Lady more fervently than with anyone. 
mandada ele in the domain but if he cannot dissuade 

couteisrd, her frn course of acto he unites with her in 
hanimi purpose. Ara result the sourt wizard is easily 
ust isted af the High Ladys adviser», 

and the for- ‘Loyalty and devotion have their ow 
osc sound gute ese aa 

a TR ee the grad e ads 
A NISUS qe court, and the commoners them- 
A du te fact that Cacao 
CUI UG Ens for the people under his care. 


Ny 


@ 


"He i a hero in his own land; almost every elf in 
the realm would sacrifice much for his welfare. 


Do not be satisfied with what you are taught 
or told, Although Caelcorwvnn spends most of 
his days at court with the High Lady, be still 
remembers his travels throughout the Rhaan- 
‘nadaraight Forest and the Khinasi lands. From 
time to time he slips away secretly to visit old 
friends (ar; more often, the descendants of old 
friends), doing them favors or offering advice. His 
primary goal on these ventures is not to maintain 
Alliances, but to gather knowledge. While other 
elven realms have insulated themselves from out- 
side contact, Rhuannach through its court wiz- 
ard—retains contact with the humans around 
them, As a result, che High Lady s realm has culti- 
vated sources of support and information that 
ave proven critical to its survival. 


learning from 
coelcorwynn's mistakes 


CCaelcorwynn has had centuries to perfect his 
strategy, but it does hold a few weaknesses: 
Others might not understand your 
responsibilities, Even the High Lady of 
Rhuannach, a powerful wizard herself: does 
not understand completely what Caelcorwynn 
must do to maintain bis sources and ensure he 
Continued power ax a wizard regent. Conse 
quent. on at least two critical occasions Cael 
‘Corwen acceded to his rulers wishes when be 
Should not have—and the Lana's wizard has 
Snatched two source hoklings from his contra, 
‘Use realm spells. Caelcorvynn, lke many 
‘elven, hesitates lo cast realm spells in his king- 
Tom's defense, He lears that even the har. 
i displacement of that much mebhaighi 
might somehow harm the forest. Perhaps he is 
Fight, but the humanoids who threaten the 
Jingdom seem to do worse damage. If Cael- 
Sorvynm unleashes his truc power against his 
ed enemies, they will know the te power 
af elven magic. - 
Infatuation can become a hindrance. 
While mort court wizards do not become sit- 
ten wih their regents, as Caccoreymm i they 
an become obsessed with something poal, 
Sn tem, or a particular even less tangible. Wiz 
ards myst De pragmatis and unencumbered, IF 
3 mage ties himself too closely to anything or 
anyone; he may become crippled without it 
Cüelcorwymn has already vowed lo die a thc 
gh Eads delepne, should the sacrifie 
ome necessary Instead of d 1 
he shouid resolve to live in har dense wing 
his abilities to make himself strong enough to 
prevent the destruction of her realm. 


overall advice 


AE e COME 
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wizards in general 


At fest glance, vizards—iá comparison to 
Other rogents- eeem to be at a tremendous. 
disadvantage when politically maneuvering 
‘aginst nonwizatd regents Upon foe 
that theory amert tel as rae 
Unlike other regents, landless wizards do 
mot collect taxes or tithes from their holdings, 
They do not control people; they contra magi 
sal energy. But in order to perform their mast 
important domain acti anting realm 
spell hey need money and lots oi 
"Alio, while fighters thieves, and priests can 
function fairly well as low-level regents, wizard 
source holders need level of experience to 
ast the more powerful realm spells necessary 
ED their existence. Thun, the characters leant 
Equipped to go on adventures at low level are 
e a pa d 
‘Ava result inexperienced rulers tend to dis- 
count wizards ss potential allies or even 
worthwhile foes. A cautious and patient wiz- 
Sed can tura this to his advantage A lowleve 
Wizard might find hicmelf and his sources 
abated for the first few year of his rlership, 
ut if he survives, be becomes a valable com- 
modity. Revenge Comes with success, 


domain actions 


As stated above, the wivard's most useful and 
‘unique domain action is casting realm spells. 
Realm spells are 


available to wizard regents and explains how 
performing that action helps mages achieve 
Power and influence in Cerlian politics Mast of 
‘the advice is geared toward wizard regents who 
control only source holdings: those who also 
control other types of holdings will have addi- 
tional concerns to factor into their planning. 


Adventure: If a wizard regent cannot con- 
Since other (friendly) regents to go adventur- 
ing he should spend whatever resources he 
tan afford to hire mercenaries or retainers to 
fo adventuring with him. Its that important 
Experience and magical items are the back- 
bone of the wizard regent. Lack of them ren- 
ders him ineectual. 


Agitate: This dies mot help a landless wizard 
egent ar all, Sources have no loyalty to adjust; 
negatively agitating against another regent 
‘wastes time and money. 


Build: Why would a wizard regent need (or 
want) roads through his domain? Possibly for 
trade purposes, but wizards teod rather to 
"build" impassable thickets of woods, bram- 
bles, or briers to deter law regents from creata 
ing holdings—they tend to increase province 
levels, driving source levels down automati- 
«ally, Wizards do hest to keep their areas wik. 


Contest: All too often, wizards expend valuable 
fesources contesting sach others sources. Con- 
texting holdings can become a sucking mire of 
GB and RP that wizards do not have or cannot 
afori spend. The smast wizard is 
willing to st 
regents 


izards control sources in the. 

same area creates 
‘bathe can defend 
~ bis domain. 


venience. 
if and 
ithe 
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Create Holding: A wizard is best off start- 
ing with one source, ruling it up to its maxi- 
mum level, and guarding it like crazy, Then 
Be can create numerous smaller sources in 
other provinces. Wizards should create 
holdings whenever they can, especially in 
areas with high magic potential, Controlling 
many sources increases a wizard regent's 
tange of influence. 


Declare War and Decree: Wizards seldom 
mc there actions, Standing armies cost money; 
decrees are issued om a case-by-case basis 


Diplomacy: Wieards should actively partici- 
pute in diplomacy even if they must send lieu- 
enanta in their steads. Always in need of GB. 
and/or RP to finance realm spells, ley 
forging and maintenance, and other wizardly 
Pursuits, mages can use this action to establish 
"iliances with other regente ("wil cast spells 
fot money") or enter inta a formal agreement 
Ta serve as a court mage. Wizards should exere 
‘ise caution, however, in revealing to anyone 
the fali extent of their capabilities. 


Disband: Most wizards have little use for troop 
of their own. If wizards must have units, they 
Should try to dishand them before payday. 


Espionage: Information is one of any regent's 
primary resources. Rulers need to know what 
{he people around them are doing. While wiz- 
ards are not very good at espionage them- 
Selves they can get lieutenants or alios to spy 
Vor even assassinate) for them. 


Finances: Wizards should keep their money in 
‘Gold Bars if possible—one never knows when. 
a realm spell might be needed. 


Forge Ley Line: If a wizard can afford ley 
lines into every province on Ceriia he should. 
forge them. The more provinces in which a 
wizard can cast realm spells, the mate power 
Tul he is as a regent) Unfortunately, wizards 
‘ust pay to mai A savy sell 
aster can pervade an: 

majesty wants me 
from the evil 


questionable use to a wi 
‘with this much cash 


Grant: Generally useless to wizard regents, 
this action can come in handy for wizards of 
‘great repute. Elevating retainers to special 
notoriety (as the Sword Mage has done) can 
create a positive effect with litte cost. 


Hold Action: The smart wizard exercises this 
gption frequently, especially while at low level 
No one wants to constantly react to others 
deeds instead of initiating one's own, but 
responding to a rivals action is easier than 
predicting i. 


ares A wizard certain of another 

loyalty can from making him a 
Vassal—thus doubling the liege’s power, Blood- 
line and domain investiture, of course, occur. 
only as needed, 


Lieutenant: Wizards want lieutenants. They 
enable a regent to gain one additional 
domain action per domain turn and can per- 
form character actions of their own. À regent 
with a powerful bloodline can attract higher- 
level characters to adventure with, offer pro- 
testion, and perform research. A wizard with 
Toresight will, as often as possible, assign at 
least one lieutenant the task of converting 
battle spells (see the “Battle Spells” chapter 
of this book). 


Move Troops and Muster Armies: Wizards 
Are hetter oll supporting other regents’ armies, 
not building thelr own. Landed wizards should 
obtain a vassal tó perform these actions, 


Ply Trade: Cash-poor wizards can use this 
action to earn money casting spells, writing 
Serolis, creating and selling continual light 
terns, and so on. A shrewd wizard will use 
dione inate hr amount of Sash he 
earns, exceeding the standard "25 gp per chars 
cter level times the province lend ated in 
the Bunian Rulebook 


Realm Spells: Although this is the wizard 
or aes Sti M Iv ect 
sparingly at first, New regents want 
lo avoid angering other regents with 


Research: This ation is a misard’ friend: 
Every month a wizard spends researchin 
sakes him that much more powerful A clever 
age will create “disposable” magical items 
(potions scroll, etc.) and either sell them or 
provide them to allies Outfitting a friendly 
egent lieutenants with useful teme (a a pes- 
Pen Iud caw A ie net 

Ste retur beyond mere . Abo using 
esearch to eam or create new realm spells and 
ate may is ever a waste of tine 


Rule: This action is especially eflective a 
realm action. A wizard with several sources 
(0) or (1) who increases many ar all of them at 
once boosts his power and influence signifi- 
cantly, A smart wizard will try to negotiate 
beforehand with other regents in the area to 
avoid an RP bidding war. 


‘Trade Route: Trade routes are a great source 
‘of income, but only guild holders can estab- 
lish them. Ifa wizard does not control a 
source (7) or higher (which effectively giv 
him a guild (0) see the "Sources" chapter of. 
this book), he can profit from taking on one 
or two guild holdings or obtaining a guild- 
master as a vassal. 


‘Training: Improving proficiencies or adding. 
bit points are beneficial activities, but wizard 
regents have more. ‘matters on which 
to spend actions, PCs should avoid this action 
until they feel comfortable in their regency or 


TN E 


From the time she was a litle girl, Raisa showed 
herself to be different from other children. Her 
dreams were not dreams, but foretellings: sbe 
knew things others did not—could not—know. 
Whenever she fell to tbe ground in one of ber 
"its" the rest of us grew silent, for we waited anwe 
inusly to bear whether ber latest vision prophe- 
sied good or il for the village. Raisa bad the gift 
of sight a gift some respected, many feared, and 
‘understood. 


oom fal 
My —Petros Vladmaar of Rrhlev, 

speaking of his sister 
D O ES. 


ost people think of magicians as 
entertainers who do little 


more than 


and seers can be characters of 
‘depth and complexity individuals rich in pera 
‘sonality, motivations, and goals (if not usually 
in gold), As PCs they bring unique skills and 
roleplaying opportunities to campaigns: when 
encountered as NPCs they should never be 
‘underestimated or carelessly dismissed. 
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the magician 
character class 


agicians and seers belong to a char- 

Acter class unique to the BiKTHRIGHT 

world. These spellcasters specialize 
in the magic of knowing and seeming—the 
schools of divination and illusion, Considered 
Srouched” by ordinary folk and mere dabblers 
by true wizards, those who command lesser 
magic have carved their own niche in Cerilia's 
vaned cultures. 

The magician character class compris 
magicians (those whose interest leans toward 
illusion) and seers (those whose skills lie in 

ion). A member of this character class 
specialist in both schools, 
though a character's education and experience 
may concentrate on one or the other, 

"Only humans may become magicians. Mont. 
‘members of this character class are unbloodedi 
blooded individuals ma 
but in choosing to speci 
they forfeit their ability Lo wield true m. 
For this reason, blooded magi 
individuals. Blooded magicians can be regents, 
but they cannot access sources or ley 
use realm magic. Unblooded magicis 
unblooded individuals of any character cl 
annot be regents. 

Considering the power of which true wiz- 
ards are capable, why would a player want la. 
Accept the limitations inherent in magicians? 
Actually, this character class offers players 
‘several advantages: 

‘As nonregents, magicians are free of the 
responsibilities of rulership and domain man- 
‘agement. They can live the life they choose to 
live instead ofa life they were born to live If 
they are interested in high-powered politics 
they can serve ax advisers or members of 

if they prefer to live on the fringes of 
they can travel wherever the road 


[AS practitioners of lesser magic, magiclant 
apd oer rd ia De ss iidem o hss 
than are true wizards, Regular folk consider 
them eccentric and mysterious, and might not 
invite them over for dinner or be happy about 
‘one marrying into the family. But they do recog- 
nize a difference between a seer who can predi 
the sex af an unborn child or help find lost 


items, and a wizard regent capable of summan- 
ing undead legions. Magicians and seers might 
be marginal members of their communities, but 
hay el pr of uen Andi Kina 
re magical is a popular pastime, 

they are accorded at least as much espect as 
blooded characters of other classes. 

Many magicians exhibit roguish tenden- 
cies, as their backgrounds have given. 
broader ranges of experience than 


true 
‘wizard counterparts, In addition to Wizard 
ncies, 


wih Intelligence acres of 17 or higher can 
ast cantrips automatically without to 
use spell memorization slots. At 4th level, all 
megane yain the ability to perform these 
minor magics at will, without spending spell 
memorization slots, pis 
‘As specialists in two schools of magic, 
agicians can cast illusion and divination 
spells of all levels, Benefits of specialization. 
include one bonus spell per level from either 
‘of their two primary schools; a -1 penalty to 
saving throws vs. illusion and divination. 
spells imposed on magicians’ victims; a +1 
bonus to their own saves vx. ilusion and div- 
ination spells cast at them; a +15% bonus 
‘when learning spells from these two schools 
(with an attendant -15% penalty for learning. 
spells from other schools); and the automatic 
gain of one new 
illusion or divina- 
tion spell (magi- 


class choice) for 


2nd-level spells 
from all schools: 


creating a 
magician or 
seef character 


developing a magician or seer, 
players should spend some time 
deciding what type of spellcaster 
they want the character to be. la he a traveling 
illusionist who earns his living as an enter- 
tainer? Is she a soothsayer who counsels the 
king. unbeknownst to his more prominent. 
advisers? Is he a frustrated would:be wizard, 
limited by birth but not in ambition? Or, having 
never asked for the magical gift she was born 
‘With, does she wish it would just go away? 
Personal history, interests, motivations, and 
goals are an important part of developing any 
‘character. But in the case of magicians, these 
elements are critical players will have a lot 
more fun with a magician character if they 
know who the character is, what he wants to 
accomplish, and how his command of lesser 
magic can help or hinder his achievement of 
those 


The character Garmisch exemplifies how a 
magician can set goals and use lesser magic to 
advance his career: 


garmisch of 
partenkicchen 


Garmisch, a 10th-level magician, comes from. 
the village of Partenkirchen in the Brecht 


slits early in life, but his 
orn prevents him from 
wielding true magic or sening 
Sra member of cou 
However, Garmisch 

made 

My becoming a 

main. 


x 
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Garmisch has concentrated his spells ip the 
two schools of which he can best take advan- 
tage, rounding out hia repertoire with afew 
alterations and enchaniments. Most often, he 
‘memorize identify, know bloodline derivation. 
ow Cerilian origin, ventriloquism: alter self. 
forget, invisibility, knuw alignment: clairaudi- 
tence, spectral foree, mriibform: detec crying, 
fear: contact other plane, false von. 

While not a wizard, Garmisch has neverthe- 
less gained the respect of his ruler The Count 
of Danigau, a formidable sorcerer in his own 
Tighe, has come to depend on Garmisch for 
Intelligence information which the magician 
gamers through judicious use of aler self know 
Cerilian origin. low bloodline derivation. know 
liens and clairaudience. As Erik Dani has 
formed his spiderwehs of ley lines and holdings, 
he has called on Garmisch to create a network 
Sf spies and informants for his own personal 
Use. Some are merchants who have allowed 
Garmisch to eavesdrop on secret meetings of 
falldmasters and other important personages: 
‘thers are fellow magicians who ace Garmisch 
is their role model, who in their eagerness to 
Please him and gain personal attention have 
Sreatud small intelligence-gathering groups of 
their own that relay information to hm at reg- 
lar intervals. Garmisch’ network gives Danig a 
sud (0) in Partenkirchen. 

/ Garmisch has been cautious in his choice of 
ticipants; most of them are aware that their 
im meald be atk Deeper dime 
signs of duplicity. Garmisch has taken steps to 
nsure loyalty in his followers by giving them 
ings enchanted (by an anonymous wizard) with 
leport without eror pells Should his cain 
‘nce reveal a double agem, the offending «py is 
‘brought immediately o the dungeons. 

Garmisch himself has been known to mas- 
quérade as a moneychanger, working out of a 
Pooth in onc of the many temporary markets 

of Danigau. Making liberal use of his alter 

s pel. he appears i bae of sereal 

Mie aborda ope onc 
p place on a partic 

Set of dayn In this manner he keeps 

in contact with members of his 

‘network, organized in cells so 

that no onc knows everyone. 

in the association. 


Of course, he also makes a tidy bit of change for 
icisell on the side, since naturally he must 
undertake the usual moneychanging transac- 
tions: Fach af his personas i fully licensed 
operate within the marketplaces of Danigau. 


magician kits 
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illusionist kits 


Characters with illusionist kits concentrate 

their spells in the school of illusion. Until such 

characters reach 6th level, no more than 25 

i spells should be from other school 
ician kit is the sole exception 

to this guideline 


court magician 


Court Magicians have not only mastered illu- 
signs and divinations, but also develop their 
skills as much as possible in alteration magic 
While not as powerful as court wizards, Court 
Magicians cost far less to hire and maintain— 
‘making them a popular choice for minor nobles. 
Court Magicians are valued for both their div- 
ters have the broadest magical sl of all magi- 
an kits, as one never knows whether the count 

ill next want guidance in drawing up future 
plans or diversion for his son's birthday party, 

‘Requirements: Court Magicians must have 
Intelligence scores of 16 or higher. 

Weapon proficiencies: None required, 

Recommended nonweapan proficiencies: 
Animal Training, Artistic Ability, Astrology, 
Dancing, Etiquette, Juggling, Local History, 
‘Musical Instrument, Singing, Spellcraft. 


Equipment: In their role as entertainers, 
Court Magicians possess a staggering array of 
props: Trained beasts, costumes, musical instru- 
ments, and weapons are only the beginning. 

Benefits: As experts in low-level alteration 
spells, Court Magicians enjoy doubled dura- 
tions on Ist- and 2nd-level alteration spells, 
(Spells with “instantaneous” durations instead 
halve their casting times.) 

Hindrances: Court Magicians cannot cast 
spells from schools other than alteration, divina- 
tion, and illusion. This attention to detail, hon- 
«ver affords them the benefits described above. 

Olten, only the regent who hires the Court 
Magician (and perhaps his closest advisers) 
knows the true power of this individual 
Guests of the court see only a Nighly-trained. 
juggler, animal trainer, or entertainer of 
whatever sort the magician chooses to por- 
tray, Therefore, Court Magicians seldom 
receive the respect due them. In game terms, 
this slight is represented by a -2 penalty on 
reaction roll 


disguise 


Disguisers specialize in changing their own (or 
others) appearance through illusions bole 
‘tered with physical aids (cosmetics and 
wardrobe). Courts find them useful adjuncts 
To their spy networks theaters often hire them 
56 that they can present “the finest in quality 
Entertainment” without having o actually Bind 
the famous actors and actresses of the day 
Disyulsers also often work for vain members 
of the nobility, ready to provide just the look 
the customer wants at a moment’ notice. 
Rumors surface now and again o a power- 
{hl renegade disguiser who, along with a 
Bloodline Hound {see below), has sold his 
(het) servises to the Gorgon so hat awnshegh 
‘may walk among humankind undetected 
‘Requirements: Disgisers must have initial 
Charisma scores of 13 or higher 
Weapon proficiencies: None required. 
Recommended nonwespon proficicaci 
Disguise, Etiquette, Heraldry. intrigue, Mod- 
eri Languages, Seamstress/Tailor, Spllraft 
Equipment: Disguisers keep a well-stocked 
slosct They maintain a wardrobe spanning the 
“lasses. from poorest waif to wealthiest nable, 
Likewise, they are certain to have cosmetics 
with which to strengthen thei sions. 


Benefits: When casting alter self or change 
self, the Disguiser need not use any verbal or 
somatic components. Mere force of will in suf- 
ficient to effect the changes desired 
indrances: cause they spend so much 
time changing appearances (their own and 
that of others), Disguisers lose 1 point of. 
Charisma for every two experience levels, The 
ability score cannot drop below 3, This los is 
attributed to denial of their te 
living in someone else's skin, a 
them to deny their own looks and be disiatis- 
fied if they cannot maintain the appearance to 
which they have hecome accustomed, The 
resulting detrimental effects on personality 
account for most of the Charisma loss; some 
tare individuals als fiad that thei seal 
appearance changes for the worse the longer 
‘they maintain their illusions. 
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E adi illuminator 


lluminators are proficient in the casting of 
light-based illusions. Phantasms are beyond 
their ability because of their total dedication 
to the understanding of light and its proper- 
tien. Ther usions are Tong lasting 


Entertainers in a large court 

Requirements! Illuminators must have 
Intelligence scores of 16 or higher and Dexter- 
‘ty scores of 17 or higher 
‘proficiencies: 


Putent Verinetonsendionsly 

aà sun symbol somewhere on their person. as 

Jewelry, embroidery or even a tattoo 
Benefits Ilusions that affect mainly light 

(including color and shadow) when cast by 

an Illuminator have double duration, Any 

elects caused to those who see the illusions 


ventoguion:deafue,bproed 
hans oce, Lomas oy wh 
paring wind: phantom steed, spectral ore 
four nino erat, phantatma kilar shadow 
Imostom advanced ion, dentdadow mon- 
str dream, mor com shadow deor 
shadow magie donidadow magi, yit, 
lead, permanent illusion. programmed 
aon, project image, and shades are all 
‘off amie to Muminators 
Because these spells include elements of 
hearing, ouch, or Speech, Taminators can- 
aan hen, irent ey sanoo 

ex ig with the demplane 
Shadow Likewise. spells that directly call 
‘pom the fears of the ewer areal mit 
Oni ilusiona, the spell at res rom 
“treks of the git." are usable by 
Huminators, however, as ted above 
thei durations and effects are doubled 


diviner kits 


Characters with diviner kits concentrate their 

in the school of divination. Until such 
s each 6th level, no more than 25% 
Sf their spells should be from other schools. 


bloodline hound 


"The Bloodline Hound specializes in spells 
that ‘and affect blooded individuals: 
know bloodline derivation. know bloodline 
-strengzh, know Cerilian origin, 


v. mask bloodline, 
and disguise Bloodline (all detailed in the 
“Conventional Spells" chapter of this book), 
Most often, Bloodline Hounds are magical 
mercenaries, hiring themselves out to who- 
‘ever offers the most gold (and the most per- 
‘sonal protection), Regents employ Bloodline 
Hounds for many reasons, including rooting 
out pretenders to the throne and finding 
heretofore unknown heirs (in the case of a 
contested domain). Rulers also might hire a 
Bloodline Hound to disguise their own or 
others hioodlines 

This type of apecialist is not known to the 
seneral public, and indeed iy rarely spoken 
f even among those "In the know.” The 
power inherent in the knowledge of someone 
else's bloodline, and the ability to make a 
bloodline seem to be of a different deriva- 
tion, is great indeed. This is one of the few 
specialist magicians who can strike fear into 
the heart of a regent. 

Rumors have already surfaced of a Bloodline 
Hound who works in concert with a Dispuiser 
{see above). 

Requirements: Bloodline Hounds must 
have Intelligence scores of 16 or higher 

Weapon proficiencies: None required. 

Recommended nonweapon proficiencies: 
Ancient History, Intrigue, Local History, 
Spelleraft 

Equipment: Bloodline Hounds need no 
special equipment, nor do they wear or carry 
any identifying items. 


‘Benefits: Bloodline Hounds enjoy halved 
casting times on the above-mentioned spells 
In addition, targets of these spells cast by a 
Bloodline Hound make their saving throws at 


dl firras1m 
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crystal gozer 


Se Quien mee One t 
low) who use gemstones to the exclusion 
Their divinations 


I 
bel 
ofall other scrying device 
always come through 
example, a successful clairaudience results in 
‘words appearing on the inside of the crystal 
gazer's gem. These individuals can draw 
mebhaighl (thereby boosting their divining 
powers) by attuning the gemstones through 
ritualized preparation of the stone and pre- 
cise cutting of the facets. Only a Crystal 
Gazer can cut a stone for use by a Crystal 
Gazer: ordinary gem cutters are incapable of 
"reading the gem corel to produce the 
proper channeliny facets. 

Requirements: Crystal Gazers must have 
Intelligence scores of 17 or higher and Wis- 


ting, Sp 

‘Equipment: Crystal Gazers always have 
their gemstones close at hand, oñen io a spe- 
cially constructed container (bos, pouch, sack, 
rc.) further protected by magic. Additionally, 
they must have gem cutting tools, as they are 
sways on the prowl for better quality stones. 

"Benefits: In addition to enjoying the bene- 
fits for Oracles, Crystal Gazery can use their 
gems to draw extra mebhaighl to fuel their div- 
nation spells 

"This additional power grants the crystal 
garer a shortened casting time on divinations 
Easting time i cut in lf provided the Crystal 
Gazer succeeds in a saving throw vs. paralyza- 
tion (see below). 

Hindrances: Because they use the gems to 
draw large quantities of mebhaighl Crystal 
Garers risk damage from power surges. Each 
time a Crystal Gazer casts a divination spel, 
he must make a saving throw v». peralvzation. 


slumps in his chair, if he was seated) and 
remains motionless until the indicated number 
‘of rounds has passed. 


oracle 


Known as soothsayers in Khinasi and prophete. 
in Nosgaard, Oracles specialize in divination 
Spells to the exclusion of all other schools 
These are the individuals from whom kings 
and commoners alike seek counsel "Should T 
ead my people into war?” "Should I marry 
Martin the cooper?" "When will the famine 
endi” "Who kiled Laius?” 

Oracles use a number of devices-from. 
crystal balls to tea leaves n addition to their 

ils when searching for the truth. Even a0, 

don t always receive responses to their 
magical inquiries, when they do, the answers 
re often nat immediately intelligible, 1th not. 
‘ilo for someone Wo consuli n Ore 
le and receive a cryptic reply that becomes 
clear only in hindsight. 

Requirements: Oracles must have Inteli- 
PE ENA: 

icien: None sequ 

Recommended nonweapon prolicienciesi 
Astrology, Gem Cutting, m. Spell- 
Ei" 

"Equipment: Oracles often carry a seryin 
dei of some Vind, he ra ys Pall a Hack 
rimo, or merely a bow they fl with water. 

‘Benefits: Oracler enjoy a -1 casting time 
bonus on divination attempts. (That i, a spell 
with a casting tme of 3 effectively 
Jag time of 2) Oracles alvo enjoy positione of 
redi thelr communities pui as 
they grow older. 

Tindrances: Although they enjoy respect, 
Oracles tend to make people nervous, Falls 
generally do not like to be around those who 
ould learn anything about them they wanted 
to know. As a result, Oracles have few real. 
fiende acd suffer a -1 to reaction rolls when 
not performing their duties, 


visionary 


Visionaries have no control over their divining 
powers, Visions come upon them at any time, 
ay or night, awake or asleep. However. the 

visions are almost always accurate. Because of 
this uncanny ability for prediction, Visionaries 
are highly sought-after additions to royal 
Courts. Visionaries with positions as court 
advisers are generally requested to confine 


themselves to their own quarters ax much as 
possible, for reasons detailed Below 

Requirements: Visionaries must have Intel- 
ligence scores of 16 or higher. 

Weapon 
proficiencies: None required. 

‘Recommended nomweapon proficiencies: 
Atistic Ability, Astrology, Seller 

Equipment: Visionaries carry with them a 
small scroll case and writing implements for 
Tecording thei dreams (waking or otherwise) 
Sometimes Visionaries will draw images they 
have scen in their dreams 

Benefits: Visionaries have 2 95% chance of 
correctly interpreting their divinatione, This 
fastor overrides any chances for failure as 
indicated in the appropriate spell descri 
tions M the Visionary is in a province with a 
Source (2) or greater, her interpretations are 
Completely correct. 

Hindrancer: Because visionaries are so 
attuned to he vibrations of the cosmos, they 
are subject to visitations at any time of the day 
or night. Their dreams ate prophetic 80% of 


the time and often are nightmarish in their 
content. Visionaries commonly saffer from 
hat are called "night terrors.” A Visionary 
who dreams while sleeping in a province with 
a source (2) or greater will experience nothing. 
hut prophetic dreams. 
onaries are limited to divination spells 

exclusively. When they cast such spells, the 
answers do not come right away; instead, they 
appear in visions sometime afterward. The 
delay, determined by the DM, can he any 
‘where from a few minutes to several months 

Simple folk often accuse Visionaries of 
being visited by evil influences because they 
fall to the ground, shaking uncontrollably and 
blathering seemingly nonsensical statements, 
This prejudice leads most Visionaries to live 
like hermits to minimize their contact with 
other people. It is common for a Visionary to 
hire a scribe as a personal attendant; this 
scribe duly notes everything the Visionary says 
while entranced, for later interpretation, 

Because a Visionary's divinations come at 
random times and can reveal future events, 
these characters are handled most easily as 
NPCs. Players who would like to play a Vision- 
ary should work closely with the DM in devel- 
oping the character. 
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petes) 

Heal de fingen of i ht nd und 
am are of fame skot ou, practically singing the 
uiro de sendents in be rnt vow 

"Set Concentrate and you can control exactly 
wbere your spell is released. Had 1 not paid 
Untention to what 1 was doing. poor Rigal and 
usar here would be spending a fw days in the 
infirmary" Te old man chuckled. thon winked. 

"I the wizards and students who ved here 
centric ago had practiced control their 
pelas and in ihi dealings with the 
f empire goa would be dying in a tall tower 
made bythe bet dwarf one masons, nos in an 
Sl lary barrack: See the nur ou he win- 
don? That i what remains of the fine tower: is 
muting but a dangerous, smoking deattrop— 
Tiled with hidden ply and tape 
{> each howe who wld dare explore i 

Say way. Yu wil v oper if ou conr 
your cien, Besides, 1 suspact jew valuable 
Jig rom or would-be adventure to find. 
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té canting burning hand ie -— 


the royal 
college of sorcery 


he City of Anuire boasts the Royal 
College of Sorcery, an institution 
cloaked in mystery and awe and held 
in much regard by the Anuirean populace and 
Spellcasters of all nationalities. Most wizards 
in Cerilia have heard of the college and accord 
it some amount of respect. 

‘All the known magic within the City of 
Anuire is controlled by the college's Ruling. 
‘Council, each member of which is considered 
a regent. The council knows the names and 
powers of each magical item in its collection 
{and many outside it), records who wears each 
‘enchanted ring and wields each weapon, and 
acts in concert to seize items from individuals 
‘who could threaten the city or the college 


the study 
of magic 


The council always seems to know when vis- 
iting wizards are inthe and where they 
o. Rumors credit this body with sending spies 
16 follow the foreign spellcasters and to record 
thei actions, but mont local folk believe the 
‘wizards have magical means of monitoring the 
province's borders, An old adage says that the 
Ruling Council knows everything and everyone 
within the city's boundaries; to try to hide from 
the council is folly, an exercise in futility that 
‘could spell one's doom. 

‘Only wizards may sit on the council, and a 
wizard must have attained at least 9th level to 
ain a council seat, The council currently com- 

4 10 members, the least powerful of 

"hom is the newest member, a 9th-level 
invoker of Anuirean descent named 
“Treven Gavinhorne. The most 


powerful council member is the oldest wizard 
{nthe city, 19th: level enchanter named 
‘tel over 120 ens although Gough the ad 
eer 120 year, s 
Sf spells and potions she looks 
Each member ofthe council has one cy line 
extending out rp the colege gaande The 
Council joy holds the province's source (I 
Karitina closely monitors t use. Centuries 
: ra Deeds bad Qe dozens pes 
lines extending out fram the province. 
member of the council controlled several of 
the lines, as did key instructors and afew 
thoice students. However, when the Great 
“Tower fell during the internal uccesion wars 
hich followed Michael Rocle's death, the 


members who control them guard them care- 
fully: Only they and their favored students are 

lowed to use the lines, Rumors say that 
incredibly powerful realm spells protect these 
lines and that. ‘who tries to harm them. 
faces certain and swift death, 


history of the college 


Tte Noni cutem of fora was founded 
nearly à millennium ago by a trio of Anuirean 
wizards who sought to increase the body of 
magical knowledge understood by human 
spellcasters of Celia, The school began as a 

building on the outskirts of the 
of Anuire with half a dozen stu- 


ing 
ds hired the best dwarf stone- 
masons they could find to construct an impres- 
sive, thick-walled tower that stretched abere the 
city's other buildings, Beneath the tower they 
built 10 Jevels that held libraries af rare tomes, 
extensive laboratories filed with all manner of 
magical powders and potions, and steel-lined 
vaults to store dangerous and powerful 


‘enchanted items. The wizards woud pot tell the 
icri populace os how deep e cy went 
Srt ear ini and they charmed the dares 
So thy codi not reer prece wha ey 
onsec. 

Ti tok nearly a decade to bud the entire 
fiis When fined, looked impresa 
‘rowing achievement for all of Anite. Pec: 
pie irm throughout the region came o lol 

the piructurer and enidents a the cy 
re redeo Fi E andthe 
Ruling Counci of Ten was esalihed, So 
powerful were the council wizards tat they 
uzoged vo enhance the province's sotce 
despite the sre of techy and the college. Tha 
Ralig Councils source war at one tint rated 
10, Boe the civil wars and thelr damaging 
ficco dropped i ating to O. 

Tie council, te student», and the residents 
the ciy believed dhe toe emi Tast forever. 
it withstood many explosions from within. 
Cased by various magical experiment and 
Spells one ser The wizards had cast numer 
Ses spalis ito the toweri stones to mal ho 
irre cred rong. However war tok 
fr tol The tower now Bes in ru People vl 
me tse though mont heey the dance 
pite having been reduced orb over 30 

35 ago I continues amaking "menacing 


wisps climbing skyward. 


the college today 


The Ruling Council till numbers 10, 
though obriousiy the original 10 
wizards have long since passed " 
vox The college now 

^ ` > 


y, 


resides in old barracks buildings near the tower. 
‘A massive library fills the great hall where 
decades ago soldiers were called for talks of war. 
Other contain classrooms, laboratories. 
student dormitories, and faculty housing, Mem- 
bers of the Ruling Council live elsowhere—the 
location of their homes kept secre from the pub- 
ic and all bat a few instructors at the college. 

Only the exterior of the college buildings 
betray their orginal - Inside, the walls 
feature portraits of famous wizards, 

‘of the tower and grounds at the schools hei 

‘of power, and murals depicting the effects of 
various spells. The lecture halls are filled with 
Tine, polished-wood furniture, and the living. 
quarters ace far superior to the sleeping rooms 
occupied by soldiers ol long ago, The tastefully 
appointed instructor's rooms are kept tidy by a 
Staff ol servants. 

"Thick glass windows, magically enhanced to 
be virtually unbreakable, are found in every 
room. Students can look out the windows and 
scc the stillamoldering ruins of the tower. The 
Instructors wanted their pupils to look upon 
the folly of mankind's struggles for power and. 
‘greatness, which is why they chose this bar- 
Facks for the school. 

"The college accepts only a dozen new stu- 

ractitioners of lesser magic. 


the later, Tuition 
a year for first-year students. More 

students are charged more, to reflect the costs 
f gaining higher-level spell. 

Most students stay between three and 10. 
years, plunging into studies about Cerilia’s 
magical past, the influence of the gods, and—of 
‘course—apelicraft. A student who begins at the 
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forced upon aspiring wizards.) Students can 
select from these nonweapon proficienci 


“Ancient History, Ancient ‘Astrology, 
Etiquette, Herbalism, Modern Languages, 
riting, Religion, and Spellcraft 


Students also are instructed in weapon use 
They can choose to train with daggers or 
Staves, If they want to train with another 
‘weapon, they must make instruction arrange- 
ments with the local fighter’ guid. 

After completing a program of study each 
student has a few spellbooks to show lor his 
‘efforts. They contain nine Iatlevel spells, six 
ndevel spells and one 3rd-level spell the. 
latter of which the graduates cannot yet cast. 
"Though students study diferent spells based 
on their interests and goals, all pupils learn 
desser magic read magic, and sleep. Students 
who opt to learn the find familiar pell may not 
Tast it while still enrolled, as the school hay no 
ieee for animala. i 

"Graduates receive a ring—silver for magi 
clans, gold for wizards embossed with the 
College v symbol The ring grants (to graduate» 
Sho openly wear it) a reaction bonus from. 
hose who look upon the college favorably and 
from all residents ofthe Imperial Cit. 


the ruins 


Rumors fil the remains ofthe Creat Tower with 
all manner of magical treasures. The ruins are 
forbidden territory to current students, who 
face expulsion if scen amid the rubble, Even 
alumni are strongly discouraged from sifting 
through the wreck tof the Ruling 
"Caci point out that although there might be 
esl amid the destruction, there are also the 
Teminants of powerful protection spells 
‘hance gaining a fortune from the old tow 
to ak losing one’ life. 

Some students speculate that the Ruling 
Council's members do not want people to 
Explore the ruins because they fear adventur- 
ERS will abscond with hidden wealth, that the 
‘ouncil members merely vant the treasure for 


is 


masonry and disappear in a flash of orange, 
crackling light- 

As one time the tower had 10 underground 
Jevels; no one knows with certainty how many 
survived the forces which brought down the 


buildings walls. Few have entered the rains in 
an attempl to reach these deep chambers: 
fewer still have emerged. However, those who 
survived brought with them tales of magical 
items and gold for the taking. 

Some treasure hunters search for specific 
ems, Rare books such as the Four Tomes of Laila 
the Wise are said to hold the secrets of powerful 
spells not used since before Deismaar’s destruc- 
tion. Rumors place one ofthe fabled Ring of Ley 
‘within the smoking ruins, along with the boot of 
‘Malikoran. The boots, which belonged to one of 
the colleges founders, are believed to grant their 
‘wearer the ability to breathe water as if it were 
tt and to shadow walk as hallings do. Stil other 

treasures include a gold coin that can 
be transformed into a three-masted ship. a sash 
that makes its wearer immune to cold-based 
‘pels, and a girdle chat grants wizards the ability 
to comprehend and communicate in any spoken. 
or writen tongue 


player characters 
and the college 


At the Dungeon Masters discretion, a player 
character may be a graduate of the Royal Col- 
ff Sorcery, The graduate receives the ben- 
elits of such an education (additional prof 
‘ences, the school ring, ee.) but should be 
prepared to return to the college if called by 
the Ruling Council 
When the council needs to gather informa- 
tion oe marshal its forces to fac 
magically contacts its grad 
id. The college may seek the assistance of its 
luni to investigate reports of powerful relics 
and ancient tomes, to locate long-lost magical 
items or people, or to handle troublesome 
rivals. Council members usually lack the incli- 
nation to adventure, nor can they jeopardize 
Current students on such missions. Of course. 
alumni asked to conduet such tasks have no 
obligation to do so—the college has no author- 
iby over those who have graduated 
Instead of being a full alumnos, a player 
character may have studied only briefly at the 
lege to lear a few special spells or 
Shi PC wizards might iry to enel 
Tor afew months in special courses. 
Or wizard and magician charac- 


visiting spellcasters—for a fce, The old tomes 
are filled with information about Cei 
‘provinces, history, cuins, and more. The col- 
lege may also hire PCs to collect spell compo- 
‘seats or retrieve monsters for experiments. 
‘When the Ruling Council needs to replace one 
‘of its members, it looks to the alumni, especially 
those who have a ong list of accomplishments. A 
PC graduate might be asked to sit on the coun- 
cil gaining a position of respect and regency, 
Such a post will not take the character out of 
play; rather, it might create adventures. Besides, 
postion | ouncil members from adven- 
aring with their friends from time to time- 


apprenticeships 
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the calling of an 
apprentice 

Some teachers and students naturally falinto a 
Master apprentice relationship. rach as a local 


diviner encouraging and gently guiding a young 
person in his village who shows talent. Other. 


masters actively seek out students to aid them 
micron voe pss al cre 
Conversely, many students (or their parents 
take the initiative in teachers, 


select apprentices only of their own race. This 

cy is est ‘rue of elf wizards, who 
Tl sonsider half apprentices but accept 
human students in only the rarest circumstances. 
Vos and Rjurik wizards also discriminate without. 
apology, although cultural differences would 
make it unusual for a human of another race to 
seek their instruction in the first place. 

Magicians can accept only humans as appren- 
tices: wizards can accept individuals of any 
spellcasting race, Although most wizards prefer 
apprentices capable of casting true magic, they 
also can accept unblooded humans restricted t 
Ieper magie. A wizard might choone to do so ifa 
Sdent eem especialy right or gifted, i the 
wizard has been unable to find a suitable stu- 
dent of true magic, or if the student brings to 
the relationship a considerable amount of 
oath payment far he iin A mugkin 
apprentice studying spellcasting under a wiz- 
mentor is still restricted by his class—that is, he 
«an learn spells beyond 2nd level from only the 
schools of divination and illusion. 

Other considerations when screening possi- 
ble partners in an apprenticeship arrangement 
include alignment, personality, talent, and. 
magical schools of interest, Above all. the 
teacher and student should regard each other 
with respect. An apprenticeship is a years-long, 
commitment for both parties—they had best 
ensure compatibility before entering into it 

Apprenticeships generally begin when the 
student is at 0 or Lst level, though students 
who complete multiple apprenticeships or 
receive other training will of course begin thelr 
later commitments at higher levels. Masters 
must be at least two levels higher than their 

tudents at the time they enter into an appeen- 
ticeship agreement, 


terms of agreement 


Some apprenticeships, such as the one 
between the older and younger village diviners 
mentioned above, might not have any formal 
agreement between the two parties. In such an 
Arrangement, the master is better described as 
| mentor who recognizes the talent of a novice 
and takes him under his wing. The student 
studies with the mentor until they come to a 


natural panting of the ways. 

‘Other masters and apprentices have very 
formal, detailed agreements outlining how 
long the partnership will last, what type and 
how much remuneration the teacher will 
recive, which magical schools and concepts 
be studied, and 30 o0. 

The student brings many things to an 
apprenticeship, He makes a commitment to 
iis teacher, promises loyalty. and often per- 
forms tasks at his instructors request. He 
might be called upon to accompany his mentor 
on an adventure ox if his mentor is a regem, 10 
help with affairs of state. 

The master of course, rings knowledge, 
experience, and instruction o the relation- 
Ship. In general, a teacher should devote one 
to four hours a day to hs student, three or 
more days per week, Such sessions are often 
Spent renewing magical tons and signed 
Rodin: discussing various points of s 
ing, identifying and obtaining components, 
demonstrating magical concepts and vel, ar 
Supervising sient pracuce. 

The amount of instruction an apprentice 
needs i based on that students Intelligence 
Score The brighter the student, the Jens Ume 
the master mast spend in direct instruction: 


Students Suggested, 
Intelligence Hours/Day 
13-13 4 
16 


ending an 
apprenticeship 


na ‘hip terminates when one of the 

following conditions occurs: 

$ One of the parties dies. 

$ The parties mutually agree to dissolve the 
arrangement. 

++ An agreed-upon period of time harpãssed; 

43 The student reaches an agreed-upon 
experience level 

+The students leve surpasses that of his 
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player characters 
, and apprenticeships 
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adventuring. 


+ Method of payment, Does the apprentice 
‘or his family pay the master a fee? Perform 
Various tasks as payment? Docs the teacher 
Sfer instruction in exchange for past or 
Future considerations? 

+ Length of arrangement. Will the appren- 
tice atay fora certain games of yeast 
Unti! he reaches a particular level? 

+ Terms of agreement, What will the appren- 

tice sudy? Wil the apprentice be responsible 
for assisting in the masters magical 

merely be responsible for his own studies? Is 

the apprentice expected to accompany his 

master on adventures or other trip? 


PC masters can decide for themselves 
‘whether la bring apprentices along on adven- 
Tures. Apprentices could prove a great help— 
and likely woilld handle many of the party's 
routine chores. However, the master might 
have to give his apprentices at least a small 
share of any treasure for their eflorts-espe- 

the mission was dangerous. And the 
other adventurers might insist that reward 
ome from the master's portion, 

‘Handled skilfully. apprenticeships can serve 
as vehicles for adventures-—adventures that 
ould involve anything from a student's search 
for a teacher, to an apprentice accompany iy his 
instructor on a dangerous journey, to a now- 
‘powerful wizard seeking an artifact he recalls his 
‘id master speaking of many years ag. 


sample apprentice 
characters, 


Players of wizard or magician. 
‘would like to take on an app 
the DM's approval, select 
dates below or use them as 


detailed elsewhere in 
Bismut products. 


magician apprentices 
usoei Green 
prr 


magician 
AC 10. MV 1 bp 7 THACO 20; WAT 1; 
Dmg 144 (dager). $9, DIAC 10.1 18, W 
12 Éh 14. Blosdine: none 
ments various changes of clothes, 


Proficiencies: Agriculture, Animal H: 
Gling, Blacksmithing, Resding/Wei 
Amiirean, Reading/Writing Basari 

Description/History: Kueocl Green stands 
5 fect, 9 inches tall, weighs 120 Ibs., and is 
teed thin—sporting bony wrists, elbows, and 
knees. He hay a shock of thick, dark orange 
red hair which always looks unruly. Revel is 
clean and neat; his clothes, though (oo lange 
and not of especially fine quality, are always in 
good repair. He comes across as amicable and 
Jovial, and he is almost always smiling. His 
Intense green eyes seem to take in everything 

Ruccel is especially quick to focus on things 
magical. Though he realizes his common birth 
prevents him from eser being able to cast true. 
magie, he still wants very much to have some 
command over Cerilias forces. At age 22, he 
already has worked hard for two years toward 
that end, under the direction of another mas- 
fer, However, Rucocl's previous mentor left on 
a grand adventure and never returned. Rueocl 
waited more than a year before striking out to 
find a new teacher, 

Rucocf's parents farmers who work hard to 
ke out a living, know their son is not destined. 
for common farm labor and support his efforts 
to study magic. They will contribute what few 
coins they have to help him find a mentor. 


Linna 
Titlosel Rjurik seer 

AC 9; MV 12; hp 4; THACO 20: WAT 1: 
Dmg 1d6 (stall). 5 7, D 15, C 12, 114, W 14, 
Eh 16. Bloodline: none 

Equipment: summer and winter clothing 
appropriate to the Rjurik climate, silver. 
brooch that belonged to her mother, staff 

Proficiencies: Fire-building, Herbalism, 
Reading/Writing Rjuven, Weather Sense. 

Description/flistory: Linna stands 5 feet, 
2 inches tall, weighs 100 ibs., and has blond 
hair that she usually wears in braids. Her eyes 
are blue-gray and often reflect sadness. 
Orphaned at age eight, Linna was raised by 
other members of her clan in the village of her 
birth, Now, 10 years later, she is welcome at 
the fires of many families but feels she has no 
one place to call home. 

Since childhood, Linna has known she has 
the gilt of "sight." Occasionally she has 2 sense 
wf danger—or joy—before an event comes to 
pass; As a child she wished these sensations 
would just go away. but as an adult she has 
become curious about them. Linna would like 
to know mare about her gift and learn. if such 
a thing can be lesrned—how to control it 
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wizard apprentices 


Michael Hacnear 

lese Anairean 
‘AC 10; MV 12; hp 6; THACO 20; SAT 1; 
Ding 146 (staff). S 13, D 14, 13, I 17, W 
r. major: 24; Blood 


‘Proficiencies: Anci 
Dancing, Reading/Writing Anuirean, 
ingfWrting Basarj Riding (land-based). 

‘Description/Mistory: Michael is 15 years 
old. stands 5 feet, 7 inches, and weighs 142 
ibs,- The fourth son of a minor noble, he bas 
grown up with every advantage money could. 

In fact, his upbringing has made him 

'poiled and willful. Unfortunately, 
Michael cannot afford to be so: With three. 
others in line ahead of him for his father’s title 
"nd fortune; he will have to strike out on his 
oven before long 

Michaels father, realizing that his son needs 
a profession, has commenced a search fora 
tutor, He admires the learning and power 
by wizards, and would prefer his son choose 
that path. Michael is indifferent. 

Michael's father will pay well for the right 
master, but will expect significant results. 


Sarya Vlenkov. 
O-level Vos. 
AC 10; MV 12; hp 4; THACO 20; WAT 1; 


Dmg 1d4 (dagger). $ 13. D 10. C 12,116, W 
18, Ch 9, Bloodline: Voryna, minor, 14; Blood 


Sarya knows full well that spellcasters are 
feared and reviled by her people—only last 
year she watched powerlessly as warriors (rom. 
Wer village stoned a wizard, convinced that the. 
region's famine was either his doing or punish- 
ment for his sorcery, Yet despite the dangers 
‘of such a path, Sarya cannot resist the call of 
magic. cannot deny the essence of Vorynn 
flowing through her veins. 

‘Sanya has begun a quiet search for a Vos spell 
caster to teach ber the arcane arts. She must be 
irsimepect in her nau, minal that few 
Spellcasters of her race wil admit to having soc 
powers or reveal the extent of them, In exchange 
For instruction, she is willing to offer her teacher 
loyalty, secrecy, and should it ever be needed— 
her aid against attackers 


Kielganal 
Oevel balfelf 

AC 8; MV 12; bp 7: THACO 20; WAT 1i 
Dang 1d6 (staff). $ 15, D 16, C 13, 1 14, W 
10, Ch 12. Bloodline: 

Equipment: fine wooden staff, a few 
changes of well-made clothes, a medium war. 
horse, and a pouch of coins, 

Proficiencies: Astrology, Healing, Local 

History, Reading/Writing Brecht, Speaking 
Ekish, Swimming, 
Description/Mistory: Kielganal stands 5 
feet 6 inches tall 137 Ibs, and has long 
dark hair, The son of an elf father and Brecht 
mother. Kielganal has lived in a small coastal 
recht town all his life, He barely remembers 
his father. who died in an accident when Kiel- 
ganal was an infant. 

Kielganal's mother, who supported herself 
and her son through her healing talents, often 
{old him stories about his father, His favorite 
tales were those that involved his father's 
Spellcasting abilities, Kielganal used to dream 
that one day he, too, would be able to com 
mand magic like his father did. 

‘A faithful son, Kielganal postponed his. 
dreams and stayed with his mother until her 
death eer dis year, Now that he in ree to 
pursue any career he chooses, his mind strays 
fien to those childhood stories. The years have — 


TRA "wizard. one who could teach him the - 


same elven magic his father com- 

manded. He will first seek a master in the 

chen woods; only if he is unsuccessful will he 
urn to human teacher 


A - 4 

Magical treasure is treasure indeed 

For rue wizards are rare, 

The products of their sorcery rarer sil 

So be who discovers an enchanted device 

Receives a gift far more precious than gold. 
—hinasi proverb 

ea 


[he magical items listed in this chapter 
‘are unique to the Bruntnicitr world. 
Unless otherwise noted, both wizards 

and magicians can use these items; a few are 

available to other character classes as speci- 
fied in individual descriptions 
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- magical irems 


and artifacts 


table 1: potions 


1410. Potion x op 
T^ Blood Conceating 300 d 
2 Blood Enuncemeat 600 1,100 
3 Double Duration 280 450 
4 . 25 — 600 
3 Immunity to 

sod Abfites 330 750 
50 densis 300580 
7 Ley Line Finding 1000 1000 
H y S00 1300 
9 Shadow Walking 400 "600 
10 Spell Stealing S50 700 
= * 
table 2: 
miscellaneous magic 

‘Subtable A (1-3) 
1812 Potion x» 
1^ Bagol Feathers — 3000 6,000, 
2 Brooch ofthe Regents 4000 3000 
3 Candle of Fortune — 1000 1500 
4 Crystal Ballot 

Bird’s-Eye Vision 4,500 10,000 
5. Curragh of Movement 8/300 20000 
5 Hlemestal Chalice KOO) 14000 
7. Evefull Component 

Cue 4.900 9.500 
S Figurine of Traveling 2.750 6,400 
3 Gloves of Delegation 5000 11,000 
10 Hato St 3500 A500 
I Inset of Spel Release L000 2,300 
12 Magicians Hat 4550 9,000 


Subtable B (4-6) 


3di0 ltem XP e 
1. Mantle of the 

"Masetians 8,000 14000 
2 Mantle of the Basarji 6,000 12500 
3 OrbofWeather — 3400 9,300 
4 QuilofErasing ^ 1200 2,500 
5 of Listening — L100 2300 
6 of Striking 1000 2000 
7 Scarab of Redirection 6,200 11,500. 
8 Talisman of Calling 3,900 8,000 
9 Tray of Diplomacy 6,000 11,000 
10 Webof Spiders 4500 7.500 
a ESTES 


table 3: rings of ley 
iam 


Item 


1 
i 
3 
i 
5 
H 
; 
H 
3 
10 
n Ring of Ley Vision. 
M Ring of Ley Vesizaion 
UM et A 
potions 


Blood Concealing: This magical uid 
makes others unable to determine 
‘whether the 
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imbibing spellcaster is blooded. Telltale blood- 
‘marks are masked: spells sach as know blood 
derivation and know Bloodline singih, and other 


‘effects of this potion a scion can still use his 
blood abilities. The potion lasts 246 turns. 

"Sixty percent of these potions work only on 
wizard scions; if unblooded wizards or charac- 
ters of other classes imbibe such a potion, they 
suffer 2d4 points of damage. Forty percent of 


these ‘work on anyone, with no threat 
fof damage. A wizard trying to distinguish 
between the two types of potions has a 5096 
chance of success 


Blood Enhancement: This potion usable by 
iny selon, enhances one minar od y to 
‘ajc or One major abl to great for a peto 
SPTGds i hours, The imbiber may choose | 
lich f hr able o enhance. 


Double Duration: This magical elixir allows 
the imbibing magician or wizard to double the 
duration of the next spell he casts (excluding. 
‘realm spells). He must cast the spell within the 
next 204 turns, however, or the effects of the 

‘wear off. If used in conjunction with a 
potion of doubling, the duration is quadrupled, 


Doubling: This potion must be consumed 
immediately after another draught for its 
magic to take effect. When imbibed by a wiz- 
ard. this potion doubles the duration of the 
first elixir, When imbibed by anyone else, 
potion extends the duration of the first elixir 
by 50%. Wizards can use this potion with any 
other: for magicians and characters of other 
Classes the DM must make a potion compati- 
bility check (see Table 111 in the DMG), 


Immunity to Blood Abilities: This potion, 
usable by anyone, makes its consumer immune | 
2 


10 the following blood abilities of others: char- 
ister eding, tha mura dei detect dir 
Sion, detect lile, dinine aura, fest. persuasi 

“and wither touch. The potion lasis 303 tums 


Ley Line Finding; This potion, usable by only 
wizard regents, gives the imbiber enhanced 
direction sense that leads him unerringly to 
the nearest ley line (though it does not reveal 
the line's owner), Obstacles such as moun- 
tains, magical wards. or buildings do not pre- 
ett the coner Cot din ends 

v reaches it before the potion expires, 
"The potion's duration is 5d4 turne. 


Regency: This potion, usable by any regent, 
coi yommer to draw upon hi conne 
tion to his domain and his experience as a repent 
Wo affect the outcome of eventa When consumed 
during an action round, the regent gains a 22 
fone to his succes oll for any domain or realen 
acto he attempts during that round 


Shadow Walking: Drinking this mixture allows 
‘ica (he same accens tothe Shadow World 
that halfling enjoy. The wizard can Freely step 
in and out of the Shadow Ward fot as long e 
the potion Janes, H the potion’ duration expres 
while the wizard is in the Shadow World. be is 
{tapped there unless he has another dose ofthe 
peen pf tide vi or ca flad methet 
Meana home, A vil of this potion typically con- 
taint Ldd uses, with each dose lasting 1d4 
turns, If a member of another character cai 
Consumes the potion, ts duration i halved. o 


Spell Stealing: When a wizard or magician 
drinks this potion in the presence of another 
mage, the imbiber instantly steab a Ist- or 2nd- 
level spell from his target's mind. The DM ran- 
determines the spell stolen; it must be 
‘one the victim mage has not vet cast that day. 

‘The imbiber is instantly aware of the 

enchantment he has acquired. This stolen 

must be cast during the same 

day, and it is cast at the level of the wizard 

who drank the potion. The imbiber can cast 

the spell in addition to the number of spells he 
‘can east per day. 

‘If the stolen spell is one the imbiber has 
sae bere cant be han a 70% chance of being 
able to cast it successfully. If the success 
fails. the DM determines whether the spell pro- 
duced an unexpected effect or no effect at all 

The wizard who lost his pell does not know 
bw he lost it. It disappears from his memory 
as if cast. 


miscellaneous 
magic 
T sus pos peii 
rated deii 
velvet pouch with 6d6 black feathers inside, 
Each time the regent withdraws a feather from. 
the bag and lets K float to the ground, he sum- 
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no longer bound to the summoner and wil fly 
away free 

"The pouch can be recharged, at which time 
more feathers magically appear in the pouch. 


Brooch of the Regents: Usable by any rege 
this impressive piece of jewelry typically 
appears as a large polished stone circled by 
tiny white or black pearl 

When affixed to the cloak of a regent, the 
item magically informs its wearer of the pres- 
tence of other regents in the same province. The 
rooch indicates the direction in which other 
regents can be found, but cannot ascertain iden. 
tity. When worn by a wizard regent, the brooch 
reveals the precise locations of other regents 

The brooch functions once per day 


Candle of Fortune: Typically created ia bundles 
‘of six, these small, aromatic tapers can be used 
by wizards only. The ca 

and the spellcaster who burns one gains «1 to all 
‘of his saving throws for the following 24 hours 


hy nonregent wizards and magicians, this 12 
inch sphere functions as a normal crystal 

scrying device, However, in the hands of a 
regent wizard the ball can show a top-down 
View of the wizand's domain (any provinces in 
which the wizard has a holding). If another 
regent is present, the wizard may also view 


that regent's domain (thus allowing a court 
wizard to sery for his ruler). 

By concentrating on certain locations, the 
user can direct the ball to magnify the view— 
showing enemy armies, wandering monsters 
and more. Because a regent naturally knows 
is domain well, the wizard has a 100% chance 
of viewing the provinces he desires to see, He 
fan scry for one hour at a time, up to three 

ime» per dav 


Curragh of Movement: Although this small 
boat can accommodate up to three individuals 
of any class, only a wizard can power it. 

By casting a water breathing spell upon the 
curragh, the wizard causes it to submerge, 
Those sitting inside can breathe water and 
function as if under a free action spell, The 
craft has an underwater movement rate of 18, 

By casting fly upon the boat, the wizard 
causes it to rise into the air and travel at à 
movement tate of 24 (D). 

Under either spell the boat operates or 
hour for every three levels of the caster, For 
example, a 7thlevel wizard could command the 
Curragh of movement to travel for up to three 
Bours. The wizard can car additional spell 
upon the boat to prolong the duration of the 
flight or submersion, While traveling, the wiz- 
ard is able to cant other spells if he so desires 


‘Whether traveling by water or air, the 
must pe steered wih a re wooden paddle 
The wizard can verbally command the curragh 
to suioce or land at any ime. 

Between uses, the wizard can cast a reduce 
spell to shrink the boat to palm-size. An 
enlarge spell returna it to s proper sae 


Elemental Chalice: An ornate cup often made 
of hammered silver or bronze and studded 
‘with gems, an elemental chalice is prized as 
much for its beauty and monetary value as for 
the creatures it can summon, 

Unused, the chalice has four thurab-sized 
gems, one each of diamond, emerald, ruby, 
and sapphire (worth 10,000 gp each), and 10 
smaller gems (worth 1,000 gp each): amethyst 
aquamarine, citrine, jade, moonstone, opal. 
pearl, peridot, topaz, and tourmaline 

Whana wizard file the chalice with pure 
water and firmly depresses one of the gems. the 
gem vanishes and an elemental or elemental kin 
appears, It willingly serves the holder of the 

(that individual is a toe wizard. or 1 
tum plus 2d10 rounds, but each round there is a 
5% chance the summoner will break his concen- 
tration and the elemental will become free. 
willed. Once the period of servitode has passed, 
the elemental returns to its plane of existence. 
Consult the MONSTROUS MANUAL” accessory 
for more i about elementals and their 

when summoned. 

Ifthe holder of the chalice cannot wield 
true magic, the elemental attacks until it or. 
the gummoner a seul 

‘Once a gem ix used, that type of elemental 
anos be nimmend again, The chs en 
dered nonmagical when all the gems have 
been used. 


Gem Elemental 
Amethyst Skriasit (16916 HD) 
“Aquamarine Water Weied 


Citrine Sandi 
Diamond arth Elemental (12 HD) 
Emerald Water Elemental (12 HD) 
Jade Tempest (10 HD) 
Moonstone Sigh 

Opal Aerial Servant 

Pad Need 

Peridot Ph 

Ruby Fire Elemental (12 HD) 
Sapphire Air Elemental (12 HD) 


Topas Fire Snake 


Exerfall Component Case: This pouch, which. 
holds an extea-dimensional space, is about 10 
ree le Re ee ea 
‘bolding—only having no weight of its own 
mo weight limits on its contents-the case will 
hold up to 1 cubic yard of spell components. It 
ecps all components fresh and duplicates them. 
at the wizard request The pouch will duplicate 
ive components, such as pearls, up to a 
‘ale of 100 pid pieces once per week. Because. 
itis | duplicate of the original, any com- 
ponent pulled from the pouch must be used 
‘within 144 turns or à. 
When found, the case may or may not con- 
tain components from the previous owner's 
use. The owner is free to add new components 
at any time 


Figurine of "This simple wooden cary. 
ing of an animal springs to life when a wizard 
‘casts any Ist- through 4th level spell onto it. The 


level of spell used determines the fullsize animal 
‘that appears and the period of animation; 


Isclevel spell- Riding horse: AC 7: MV 
24; HD 3; hp 24: THACO 17; #AT 2; 
Deng 142/142; SZ L Duration 4d4 hours. 


2nd-lerel spell Medium war horse: AC 
7; MV 18; HD 242; hp 18; THACO 19; 
AT 2; Dmg 146/146; SZ L, Duration 
34 hours. 


Srdslevel spell Hippos: ACS; 
MY Sw 24; HD4; hp 32; THACO 17; 
AT 1: Dang 14i SZ H. Duration 244 
hours. 


drb-Lovel spell—Pegasus: AC 6: MV 24. 
Flas (D); HD 4; hp 32; THACO 17; WAT 
3: Dmg 148/148/143; SZ L. Duration. 
1d4 hous, e 


Fur OW 
Despite ai 


the figurine (though the animal can suffer nor- 
mal damage from subsequent spells or physical 
attacks), The mount works tirelessly until its- 
duration expires, at which time it resumes the 
form of a wooden carving. The figurine func- 
tons once per day. 


of Delegation: When worn by a 
regent's lieutenant, these soft leather gloves 
allow the regent to improve his lieutenant’s 
ability to complete one domain action. 

‘Before sending his lieutenant forth to per- 
form an action, the regent puts on the gloves. 
In doing so. he can imbue the gloves with up 
to 10 Regency Points: these points are imme- 
diately deducted from his score 

"The lieutenant has three action rounds in 

to use the gloves before the Regency 

pire, When performing the domain 
ie lieutenant can spend the regency 
in the gloves to increase his chance of 
Once the action has been performed 
(or attempted unsuccessfully), any unused 


Hat of Starlight: This magical hat looks like a 
all. pointed cone of dark blue or black, covered 
‘with silver and geld stars and moons. When wom 
bya wizard or magician, it grants him infravision. 
1,30 fet. V the pliant already powers 
inftavision, it extends the range by L5 feet. 

A hat of starlight usually is decorated with 
244 silver stars, 1d4 gold stars, 146 silver 
‘moons, and 248 gold moons. The wizard can 
luck the stars and moons off the hat and toss 
them into the air to release various spell 
effects, Once used, the decorations cannot be 
‘returned to the hat or replaced. The hat con- 
tinues to grant infravision afterall the decora- 
tions are used. 

‘Silver star: color spray. as if cast by a dth- 
level wizard. 

Gold star: rainbow pattern, as if cast by an 
Mth-level wizard. 


‘or dragoily comes 
"to iie in the hands of = 

i "wizard oc Delicate 

4 ‘bot far iom (rapie, 
à the crystal insect 


simply casts a spell 
I animates the 


To 
into the gurine (the 
rati dos ba have poma ellc or 
arm the insect), then directs it to fly or crawl to 


an intended destination or target within the wiz- 


ard’ line of sight. The line of sight includes 
places he can sec via a crystal ball or spells. The 
insect stores the spell until t reaches is destina- 
tion. then looses the spell. The act of releasing 
the spell destroys the insect, 

"The wizard may cast only the following 


re, fos cloud, forget gliterdust, bypmotic. 
fem, improved phantaamul force, imitation, 

aba lou, ssn far 
ce. dispel magic, fireball, flame arrow, 
"aste, bold person, bold undead, lightning bolt 
sow, spectral force, wind wall. 

Destroying, capturing, or otherwise interfer. 
ing with the insect also releases the wizard's 
spell. When animated, an insect of spell release 
Jooks like a real insect and has the following sta- 
atis AC =I; MV 18; HD I bp 8: HAT 0; SZT. 


‘Magician's Hat: Though any hat or cop can be 
enchanted into a magicians bat, this unusual 
magical item usually takes the form of a jet- 
lack silk hat, c men) or cylindri- 
cal with a wide brim (for men). A wizard or 
‘magician who dofls the cap and reaches into it 
an pull out a colorful illusory animal who will 
serve him, obeying simple commands for a 
‘umber of turns equal to the spelcaster level 
The animal has substance and can carry small 


egate the animals substance to the summoning 
Spellcastes or other viewers. When the duration 
Gf the illusion expires, the animal disappears, 
leaving behind anything it was carving 

"The animal brought forth. and its color, is 
determined randomly by rolling on the tables 
below. However, magicians and specialists in 
illusion or divination can summon particular 
animals of specific colors. 

When found, a magician ar will have 6d10 
charges. Ie cannot he recharged. 


1412. Color 1412 Animal 
1 Yellow T. Square! 
as cece HE 
3 3 Hedgehog 
1 Pt 1 Gat 
3 White 3 Monkey 
$ CharcoalGry & Feret 
7 Turquoise T Pe 
5 Block 55 Woodchuck 
un 39. Opomum 
10 Light Blue w Cow 
Ib Crimson di Beaver 


12 Animals Natural 12 


Mantle of the Masetians: A mantle of the 
Masetiant is a loose sleeveless garment of 
iive material that is typically worn over. 
er clothes. One of only a dozen created by 
{Mineola wizard corto ogo, A Vil dat 
only faintly if magic is detected for, Usable by 
wizards only, a mantle's magic is instantly 
known to any wizard who dons it, 

The wearer can command a mance of the 
Masetians to cast each of the following spells 
once per day: whispering wind, gust of wind, 
and wind wall. The spells are cast ae if by an. 
Sth-level wizard. If the wizard is in Khinasi 
lands, he can will the mantle to cast an extra. 
whispering wind and gust of wind each day 


Mantle of the Basarji: Similar in appearance 
to a manze of the Masetian, this rich garment 
is usually found with 5d10 charges. A wizard. 
who dons it instantly realizes the magic it con- 
tains. By expending the appropriate number of 
charges, the wizard can cause the mantle to 
release the following spells as if they were cast 
by an Sth-level wizard: 
feather fall one charge 


Pte 
fie ie 


In Khinasi, the wearer af a mante of the Basari 

«an call forth from the mantle any one of the 

above spells once per day without expending 

any charges 

Tie mentale by wan ny can be 
toa masimum Of 20 charges. No more. 

than 12 of these mantles are known to exit. 


Orb of Weather: This nearramlucent cysal 
obe looks like a miniature crystal hall and ix 
Usually displayed atop an orate stand of 
bronze or pold. An ob of weather cam dessa 


Se 0D 
five experience levels of the wizard. The weather 
E E 

piu o A 
RIedcDIDEE 

=o 

‘Usable by regent wizards only, an orb will 
have 3d6 charges when found and cannot be 
Sea eae 
ee cena ONE 


RON ACE 
ET 
—Mà 
aS 

Ero 


Removes harmful weather and effects 


Gale-force winds 
1d4 hp damage/houri fying impossible 


Heat wave 
24 hp heat dmg/hour, temporary 144 Con lons 
SN 


of Erasing: This potent cursed item has 
RT RENT o M apes 


as an ordinary writ- 
pere ep ope as such, its devas- 


e e E 
individual carrying scrolls, or. 
writings. EVE o a hake > < 
c rm 
‘dtp tlie gl The als 
no effect if the paper containing the magital 
shag pone em. s 
ruben aie 
hel ml nee ing 


Quill of Listening, A wizard who draws a cire 
(on a wall or door with this quill can listen 

as if be had cast chairaudience. The wizard puts 
bis ear against the circle and can clearly hear ar 
noises in a 60-foot-square area beyond the wa 


| Quill of Striking: Upon command. a wiz- 
ard holding this quill can transform (t into a 
staff +1. A second command returns it to 
form, in which it operates as a normal 

at 


hits the wizard’ opponent. The charge is not 
ifthe wizard docs not successfully 

Strike his foc. Only ome charge can be spent 

per round. When the charges are 

Quili cannot he recharged, though i 

feta ks ability to function both as a writing 

instrument and a staff «1 


Scarab of Redirection: Looking like an ornate 
pin or cloak clasp, thin magical device allow the 
Wizard wearing it to cast a spell upon another 
that he could normally cant oniy upon himself 
Each use of the scarab expends a chare: scarab 
of redirection typically are found with 346 

es. As à piece of jewelry, a scarab is worth 
1/2001 3,600 (643200) pa piecer. 


‘Talisman of Calling: Often looking like a 
hand-sized sculpture of a mythical beast, these 
much sought-after 

talismans are used by 

wizards to call particular 

creatures with monster summoning 

1,11 II IV. V. VI. and VII spells 

Ifa wizard has the talisman on his person 


regent needs to contact another be places a 
written message in his try speaks the name 
‘ofthe regent for whom it s destined, and 
gives the command "send." The message i 
immediately transported to the other 

is may of di 
The ny meres D mica vid. 
18 inches long and} inch deep. It 
will transport only sonmagical 
wnting on loose sheets of paper 
XC PA egent can send a message to 
J^, amy other regent who has a say 
“of diplomacy. regardless of 


whether they have had prior communication, 
eaan EAE ea EE 
thene iens are sometimes given ax 

Sith petala 


way 
spider web embroidered in ier and gold 

[Tae the device a and laya he coh 
"lon a piece of wane and power his hand over 
S Tae devies cal fort one spider ha wil 
Serve the wizara to the bent of its ally for 


4412 rounds. The spider has a special ability or 
Spell it can use once per time summoned; the. 
Wizard determines when to use the ability. 


when found: Spider statistics can be found in 
the Monsmous MANUN. accessory Roll to ran- 
domiy determine which type of spider appears: 


1d6 Spider Special Ability or Spell 
1 May Web spell, as if cast hy a 
7dhlevel wizard 
2 Lone Grease spell, as ìf cast by 
an Sth-level wizard 
3 Hoge 
4 Giant Mage is basted, per the 
spell, for duration of 
Summoning 
5 Phare Summoner can blink, per 
the ring, while spider is 
present 
6 Gargantuan Taflicts maximum damage 
‘every other round 


cings of ley 


entories ago, an elf egent wizard named 
Lienna Deir created one dozen rings of 
qe ley, each one of a kind, Realising 
were gaining more power ín Cerilia, 
fashioned these rings with the intention of 
lag them to other elf regem. Licana wanted tr 
Heip the elves regain control over more of the 
andis forces and prevent humans from gaining 
too much knowledge of mebbaigh!. 
"Some of the rings remain in the hands of elf 
regents. Others have fallen into human posses- 
Sion. some have been lost allogether. No one 


aows for certain who holds individual rings. 

Rings of ley can be used by regent wizards 
‘only, The rings must attune themselves to their 
‘wearers before they can be used, a process 
that takes 1412 days per ring. An individual 
cannot wear more than one o, ata 
time, should anyone ever be so lucky as to 
Wedel CP EL 
charges cannot be recharged. They are imper. 
vious to physical and magical damage: oniy a 
wish spell can destroy them. 


of Ley Communication: This useful 
hand ot geld date wih tiny dimond and 
emeralds allows the wearer to communicate 
telepathically with one of his Wettenants. The 
lieutenant must be to a provisa tbe 
wihich't fey ine controlled by the wizard 
passes, The ring functions ence per day a 
Ean be used for p to 30 minutes a a time. 


Ring of Ley Detection: This ring enable its 
wester to feum fa ley line has been affected 
by the real spells protect ly line ey trap. or 
fey ward. However, the ring cannot negate 
those spells This ring i the simplest of those 
 Lienna, It appears to he a circle of 
braided, dry reeds woven together. The ring 
functions once every thee action rounds 


Ring of Ley Discoverys Made of pure gi 
thia ing ie tt with pale green peu 
eer haren Poca oe Ca T 


the rings designed, itis believed to 
bear the iure inside the band. 
‘When rer expends a charge, a pearl 


p for the next 72 hours the ring, 
"eater to the nearest ley line —even 

ft Wan ancient ley line, Obstacles such as 
maintains, magical wards, buildings, or even a 


mailen Ei "vil not prevent the 


s line. When found, this 
Meis ON 
Ring o ion: This powerful ring 
allows a wizard to cast realm spells in any 
province Adjacent to 4 province in which one 
thi ey lines terminates. He can cast the 
Sell as if a ley line connected the province to 
measby ley ine. 
"This ring was fashioned of hammered bronze 
and has tiny rosebuds engraved on the inside 
and outside of the band. Rumors say it was 
Lienna's wedding band: some scholars 
meper eo ree 
The ring functions oce every sie action rounds. 


Ring of Ley Forging: Made of platinum and 
Ter with af omer: tole eee 
arer to forge a hook-up to an exist 


‘the hook-up has 
been forged, the wearer must pay normal 
‘maintenance costs, The ring functions three 
times per year. 


Rig of Ley Life This bandis made of at 
mered silver and is set with a beartaha 
Cerdo more than 10/000 9. When 


Sees mea tho ig yc 
fon oc = Capello orb 


Tines—up to A maximum of 10 points, The 
iz are regenerated as the regent loses them, 
Piece te Rap il ennt nace on 
limbs or organs And bring is wearer back from 
dex, When the reaver i restored to fall it 
po eatin uh an inary, an lot 
Completely restored. If the 


viai ied sll vie teg de raw 
bring him back o Me (with 1 hit poini) alter 
one tum has passed: Only total destruction of 
all living tissue through fire, acid, or similar 
mear sent 
f the ring is placed on the finger of a regent 
wizard whos already dead. no result occum. 
Ring of Ley Lore: This ring. arpa from pale 
blue. only in the Sca of Stor 

olphin lawieniy 


The regent must designate the lines at the 
time each line is forged, thus creating a link 
between the line and the ring, If the regent 
obtains the ring after beginning his ley line 
network, he may designate up to two pre- 
existing lines, Lines so designated cannot be 
deactivated, detected, sundered, or traced by 
rivals. Further, they cannot be borrowed by 
the wearer of the Ring of Ley Use. 

However. if circumstances necessitate such 
drastic measures, the wearer can sunder his 
‘own shielded ley lines without harm. 

‘Once created, a link cannot be broken in 
order to designate a different line, The link 
remains until the line dissipates, or until the 
‘wearer dies or loses possession of the ring, 


Ring of Ley Transport: This ring is a thick 
band of silver shot through with streaks of a 
darker, unknown exotic metal, Two black opals 
fae set into it. Three times per week, the ring 
an transport its wearer to provinces along his 
Tey line network 

The wearer must first be in a province through 
which one of his ey lines passes, By visualizing a 
destination, the wearer can use the ring to 
instantly teleport to any other province in the 
network. The ring will not transport the wearer 
inside objects or buildings, and always deposits 
the regent safely at ground level 


Ring of Ley Use: This plain-looking ring, 
Sed to be fashioned of tighnuaerrl (blood. 
er), grants its wearer the power to use 
her wizard's ley line without first obtain: 
i permission 
The ring allows ita wearer to cast realm 
spells through the borrowed ley line and asso- 
lated hookups as if he controlled them, (The 
ing does not give him control of a ley line, 
simply the use of it.) Further, the ring imparts 
its wearer knowledge of the source levels he 
has access to through the ley line, 
Tha line has been protected by magical 
vans, the ring wearer suffers the effects of 
those measures. When found, the cing will 
have 3d10 charges. It functions twice per year 


Ring of Ley Vision: This is the most ostenta- 
‘ous of the rings of ley, a bronze band set with 
a ruby the size of a grape. By staring into the. 
gemsione and concentrating on a section of 
and through which one of his ley lines runs, 
the wearer can see what is transpiring there 
Regardless of weather or time of day, the. 
wearer will always see the land as clearly as if 
Viewed in broad daylight 

At any given point, the wearer can see an 


area 120 yards in radius. Through verbal com- 
mands; he can 3 location or move the 
‘enter of vision to see surrounding land. The 
ones can sery through the ring ose per day 
"rp to an hour. 


Ring of Ley Vitalization: This ring comprises 
two intertwined bands—one platinum, one 
The wizard who wear this ring docs ot 

lave to pay Regency Points to maintain up to 
four ley lines. The regent must designate the 
lines at the time each line is forged, thus creat- 
ing a link between the lines and the ring. Once 
created, à link cannot be broken in order to 
designate a different line. The link remains 
until the line is sundered, the regent dies, or 
the wearer loses possession of the ring. 


artifacts of 
deismaar 


ount Deismaar's destruction 
Mis, the face of Cerilia forever- 

M more: The annihilation of the old 
kods unleashed powers among the ruliog 
lassen us the divine exsences of the gods 
ecame infused in mortal forms, However, the 
sods’ champions were not the only recipients 
Sf divine powers: Some of the power was 
infuse into the mountain iets And when 
Deismaat was obliterated, that power scat- 
tered across the face of Cera. 

‘Delile! (DAY-es-seel) is an elvish word that 
refers to any of these powered remnants of 
Mount Deismaar. There are two types of 
deissiel known to scholars: mebhaighl stones 
and viclshegh (SEELadas gems. 


mebhaighl stones 


"The natural ebb and flow of mebhi 
magical energy that permeates 
disrupted by the explosion of Mount Deis- 
maar, At the central point of this destruction, 
some of this magical energy—enhanced by the 
essence of the gods themselver—was 
ide hardening lumps of molten rock. 
socks were flung far and wide by the 
leveling of the mountain. and to 

this day are discovered all over the 
continent, Scholars hypothesize 

that some landed in Aduria, also. 


Mebhaigh! stones contain a quantity of 
mebhaigh! equal to that found at a source (1). 
‘The stones are portable and, in most cases, 
may be tapped by regent wizards as if they 
wee sources (1). 

‘Once a mebhaighl stone is tapped to cast a 
teaim spell, the stone loses its stored energy. 
However, if the stone is placed near a source. 
manifestation for one year it reabsorbs magi- 
Sal energy and may be used again as a source. 
{f) There is no apparent limit to the number 
Af mes a stone may be. 

Up to three stones may be used jointly to 
cant a realm spell requiring a source (3). No 
tore than three stones may be tapped to cant 
A realm spell any additional mebhatghl stones 
‘se for one spell wil simply he drained with- 
‘ut contributing their energy to fuel the spell 

A mebhaighl stone used in conjunction with 


aggeres cam boost the source level by 1; in 
words. a caster tapping a source (2) 

a mebhaighl stone may cast a realm spell that 
requires a source (3). Like the three-stone 
limit described above, no more than ane stone 
may be added to a source used in a realm 
spell, Additional mebhaighl stones at the 
source will not be drained, but they will not 
add further power. 

Mebhaighl stones most often take the form of 
smooth, dark, oblong stones aboot the size of 
small melons. Their shape and texture is partly 
due to the molten rock expulsion through the 
aie following the explosion of Mount Deismaar, 
though other natural wear and tear over the cen 


varie has smoothed the rocka further, The 
stones are sometimes found with minute green $ 
crystals embedded in the rock: Mebhaighl == 


Mebhaighl stones are coveted by wizards as 
safe, portable sources of magical energy. They 
may be used by all true wizards, even non- 
regents. The stones exhibit one dangerous quirk, 
however, as an "wizard in centuries 
past discovered: A stone may never be placed in 
an. space such as a bag of bold- 
ing or portable hole, If this occurs, the stone's 
innate magics destroy the magics of the extradi- 
mensional space and the stone itself will 
explode with the force of a 2546 fireball. The 
stones become unstable when cut off from the 
mebhaighl from which they derive power. 


sielshegh gems 


‘The mos fabulous gifis of Deismaar’ fall are 
the been (see SHAY en) or “blood 
Stowe” as translated fom the elver tongue. 
Lago denies these tone es theres 
of rock where the gods stood and brought 
thei fal power to ear against Aur These 
lange deposits of raw gems were imbued with 
the power ofthe gode past a the gs. cham 
piona were so invented. Le mebiph stones 
Seip gema ered ene 
ald gods and the mountain exploded. 
te tho dta cade qim d pre. 
ofa seahegh wes Daryn Theres Prince Rae 
Ss cil casero, Coreltog froma 
fasted wreckage of the hatti site, he chanced 
to grasp a small dark crystal that glowed in 
oio s pouch Sudden be posed 
sidionl powers and slew four o his retain 
Sir to claim aven more He fed the scene of 
ile when Raesene sought to steal he stone 
from Him. Even vo alat he Pate site sow the 
power of the raw gem and ferventy sought 


‘more of gems to enhance their own might. 
A number of the raw crystalline rocks were 
s found While 
x Le © many remain 
fore, cut 
^" 
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and polished sielsheghlien have become pre- 
Sious gems with power beyond the monetary 
Salue of the gems themselves. Over the cen- 
turies, the scions of Cerilia have gained some 
knowledge about the selsheghlien: 


color 


EA DRAM ne 
putes pice cipum 
manifests 


gems color The bloodline of Anduiras 
1 red rubies; Azrais power pulses within black: 
‘sapphires: Basala's energy les in bright yellow 


topaz; Brenna’ bloodline is embedded in deep. 
ring cit Masel’ bloodline powers blae 
‘sapphires; Reynir's essence can be found in 
‘emeralds: and Vorynn’s power lies in diamonds, 


size 


emperor, prince, and kni 
Est). The gens exact size is immaterial b 
the three general categories; that is, two gems 
in the same category will contain the same 
amount of energy regardless of sight size var 
‘tions between them. 

Emperor gets range (rom 1 to 2 inches in sive 
and grant their bearers 10 additional bloodline 
‘strength points. Gems of this size are often cabo- 
hon cuts and are used a» adornments on belts, 
bracers, crowns tiaras, and other large items, Of 
the four known emperor sielsheghlien, two were 
Set in crowns, one i set at the head of a staff, 
and the fourth was part of an elaborate necklace, 

Prince gems are ¥ to 1 inch in size; these 
gems afford their wearers 5 extra bloodline 
‘strength points, Cut in a variety of sha 
prince sielsheghlien have appeared in amulets, 
Tings, weapon pommels and hilts, and even as 
parts of inlaid murals. Over 20 prince gems of 
vated iocdiom hare been econ, 

‘Kaighe gems are tiny stones V co inch in 
sin: these give their bearers oniy 1 additional 
bloodline strength point. However, if one 
bearer caries four knight gems, they collec- 
tively produce an effect greater than the 

om of its parts by granting the 


bearer the power of one prince gem (5 
points). The smallest recorded koight 
Siclsheghlien are the Cinch crown-cut gems 
in the Spurs of Awnmaur, any attempts to cut 
Smaller gems cause the energy to dissipate 
‘There are very few known knight sielshegh- 
lien, since their small size and power zanse 
them to be easily overlooked. 


proximity 


Sichheghlien reveal their powers only when in 

Wimity to someone oftheir particular blood- 
line, When within 6 inches of a scion of the cor- 
‘ect bloodline, the gem or raw stone glows with 
inner energy. The glow lasts while the scion is 
within the specified range. From more than 6 
inches away, a scion cannot sense that siebhegh- 
Jien ae different from normal gem. 

To the touch and detection of all other 
bloodlines, blood abilities, or spells, sickhegh- 
lien are normal gems or uncut rock crystals 
Thus, some siclshegh gems have been used as. 
normal gems by folk of other bloodlines with 
no inkling of their true worth or power 


duration 


Although a siclshegh glows if a scion of the 
vodline approaches within 6 inches of 
ion gains its benefits only if he 
it for at least one round. For 24 hours 
the scion pains the added bloodline 
points; if the points are enough for 
the scion to advance on Table 12: Bloodline 
Ability Acquisition (in the Burricw Rule- 
book), he gains a temporary additional blood. 
ability. The added points (and any exten abili 
ties) are lost if the scion does not touch the. 
sielshegh (or the artifact in which it is set) for 
at least one round every 24 hours 


known sielsheghlien 


Qoly hand of sielsbeghlien were found 
immediately at the site of Delsmaar, Daryn 
Theros fled wih the only known Anai selaeph, 
while Will Danig found a similar 

Staaf his om. Rosle and ile di 
Covered nine larg raw gem fragments that 
‘would become the 18 uicheghllen of 

Anduiras. The other known Bloodstones 

vere cund from fragments found 

Spread across Cera. 

rea 

1000 
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years after Deismaar only 19 sielsheghlien were 
discovered. In the centuries since, neady a 
dozen more gems ave been found: 

No sichhegh fragment or gem corresponding 
to the bloodlines of Masela or Reynir has been 
recorded: the colors and types of gems listed 
above for these gods are the educated guesses of 
Scholars. Legends among their faithful locate 
their respective sielsheghlien deep in the murky 
bottom of the Straits of Aercle ("That's the 
Seadake' true purpose—to guard the sicshegh- 
lien of Masela” say old sailors) or embedded in 
‘the peaks of the Seamist Mountains. 


sielshegh artifacts 


Of course, the power of these gems demanded 
their use—especially in the early days of the 
Anuirean Empire and the initial rise of the 
awnsheghlien, Many of these artifacts are still 
remembered by sages, and some are recalled in 
tales and legends of the common folie Below 
are the artifacts created from the known 
Sielsheghlien and notes on their current fates. 


Bom aor 
Set — 
e chin ege cw 


dominated by an oval emperor cabochon in the 
Center flanked by two round prince cabochons. 
Four V-inch oval knight gems surround the 
emperor and form the inking points to the two 
princes, Al of these gems are jacinth infused 
Wich the power of Brenna’s bloodline; their cok 
active power adds 25 bloodline strength points 


pendant, 
Wil Danig at Deismaar. Over the ceo- 
tures, members of Danigav s ruling 
family found more sielsheghhen of 
‘Brenna and incorporated them 

into the necklace. The jewelry 

Iu "became known as Brema 
Favor when the two fank- 

ing prince gems were 
added 40 years ago. 
Currently- 

pu 


Favor is missing, believed stolen by either the 
Swordhawk of Masseamarch or Albrecht 
Graben, the pirate-king of Grabemtod, 


Bridle and Spurs of Awnmaur 
Believed to have been constructed from the 
Bloodstone found by Daryn Theres, the Awn- 
"aur artifacts are a trio of objects made with 
Tour sielsheghlien of Azrai bloodline: a pair 
‘of ornate platinum spurs and a horse's bridle 
Stith matching detail work on the leather and 
Knobs, These items were created approxi- 
mately 500 years ago by an unknown wizard in 
Taeghas. While the original name of the items 
and their creator's name are lont, they gained 
ihe name “Awnmaur, an eli word meaning 
“darie horseman.” from their mot famous 

owner. the awnshegh Rhuobhe Mansayer 
The Bridle of Awnmaur holds two prince 
gems that liter darkly on the knob-ends of 
Sets estem dhe gem 
settings are carved in the a NM 
Tack leather reins on the bridle are feature: 
less. and no one has ever determined exactly 
What creature's skin became this supple and 
Strong leather, On it own, the Bridle of Avn- 
horse the same abilities as 


during the day: at night, no mount is even. 
feeded. When night als, the ters collectively 
Conjure a phurion ted out of material drawn 
from the Shadow World The steed has all the 
iie of ome summoned with «phon sted 
Spell cast by a deles wizard, though it can 
Jarry no passengers but the rider wearing the 
Spurs The phantom sted can be summoned 
Snee per night and lasts for up to 10 hours, 
"an he rider dmounts, ar until dawn, 

When used together, the spurs and brille 
collectively add 3 pone of bicodin strength 
prope 

‘Curtenty, no one knows who has these at 
facts hucbh has not used any of them in well 
{vera century, Rumors suggest that the bide 
Sae stolen from his fortress, Tower Ruannoch, 
Tr agents of ether Tuornen or Avan 


[eee nd 

Calamity is an ash quaremsaf «2 with a number 
‘of magical enchantments endowing i with great 
Bowers In addition to its magical properties, it 
do serves as the setting for bwo sielsheghlien of 
Vorynn’ bloodline, The ezoperar erown-cut dia- 
mond at the top of the staff i 1% inches across 
and anchored at the top of the staff, while the 1- 
inch cabochon-cut prince diamond is set where 
be vider sal grips Cali. 

"unique staff v always in the possession 
ofan enigmatic female known only as he Wi 
ard, Some Anuieas ae that the diamonds 
Vere not alway part of Calamity, thoogh no one 
Knows where or when thev were found and cut. 
Tt is highly unlikely that the Wizard will be forth- 
Coming with any information. 

"The stall duplicates all the abilities of three 
other magical item»: an amulet of proof agai 
detection and Location; the Ring of Ley Co, and a 
staff of under and honing. dion to ali that 
power, the two sielsheghlien grant Calam 
owner 15 bloodline strength points (10% 
points, respectively) 


imperors amd State Crowns of Annire 
Phe Emperors Grown and State Cro of Aire 
ace inargaably the greatest artifacts ever to hold 
sielsheghlien. All the gems were found in raw 
form within 5 miles of the Deismaar battle site 
set cued b Relea hs lorem 
esa gems were left rough and uncut for years. 
When Roele began his dream of bringing 
ace to Ceri, he had the three largest ruby 
fragments cut and polished into five gem of 
various sizes These helped grant Ro«le the 
power o build the Anuirean Empire. Once the 
empire was established. Rocle s gems were set 
into the Emperors Crown of Amire, the stan- 
dard crown of the ruler on the Iron Throne. 
Additional bloodstones held by Rneles kins- 
men were cut and polished into 13 magnifi- 
“cent gems that were set into a formal crown 
for sate occasions, the State Crown of Amire. 
The greatest legend about the power of the 
orowns involves the Emperor Shaene, grandson 
f Caercullen and father of Emperor Hadrian. 
Shaene's predecessor, his twin brother Arlen, 
ame to the Iron Throne as a child in 870 
Haelyn's Count upon the untimely death of 
their father, Emperor Torele. Arlen, always 
Seky, fetl nd died eariy in 872. The LLyeaee 
old Shaene learned too late that his brother had 
died of poisons administered by the deadly 
fnwnshegh assassin Daryn Theros, now known 
as the Diabolyk. At the moment of Shaene's 
Sóronation. the Diabolvk revealed himself and 
slaughtered a number of guards. However, his 


plan of gaining the Iron Throne was stopped by 
the will of the child-emperor The State Cun 
siclshegh gems flared brightly as Shaene drew 
upon their power and called on the blood abili- 
ties courage and divine wrath, He commanded 
the Diaholsk to leave. The zwmshegh lagged — 
until it met Shaene's eyes and fled for its life, I 
is said that the Duabol thereafter feared only 
two things: the Gorgon and his imperial 
Majesty Shaene Rocke 1 of Anuire. 

‘At some unknown point during the reign of 
Emperor Hadrian. 3 great crime was commit- 
ted: The sicisheghlien of both crowns were 
stolen, pried from their settings and replaced 
Si pas thal simply owed with manic 
Tighe. few beyond the Rocle family an 
the Imperial Chamberlain knew of this loss 
some Liter muttered that Michael's death could 
have been avoided i the Emperor’ Crown had 
its former power Since no one in the part six 
centuries has been reported using a ruby 

ht, the Dosieres believe the gems were 
Split up and scattered Unless a sion of Anduiras 
omer into contact with onc of the rubies, the 
ems may never be found. Since the gems were 
also cabochon-cut for flat settings, Calledhe. 
Dosire believes that the rubies may have been 
made into other jewelry but not altered, since the 
rubles were flawless and few jewelers would 
recut and risk damaging such perfect gems. 

‘Both crowns stil exists with the fase rubies 


in thoi settings. The crown resting place ism 
tecret known cal to Calladie Dosiera, the 
imperial Chamberlain of Anuire. When a 


while it was wore. The Emperor’ Crown formeriy 
held a Iioch oval emperor gem surrounded by 
four Kinch oval prince gems. This crown, worn 
daily by the Emperor of Anuire, gave its bearer 
30 additional Bloodline strength points. It is 
unlikely that these gems will ever again all he 
collected in the same place. 


The Sielebr. 
The greatest of the known sielsheghlien on 
Cerilia is the Sieleby (SEEL-ayr), the “Stone of 
Light." This solid mass of uncut, unpolished 
lopaz is apparently the entire mass of Basata's 
sielshegh. Though it has a rough surface, itis a 
nearly perfect globe of sielshegh appro: 
mately 1 (oot in diameter. Details about the 
artifact are sketchy and come from verbal 
"Accounts over 1,500 years old, but the Stone of 
Light apparently holds more power than all the 
sielsheghlien of the Emperors Crown and Siate 
ven combine 

"The only remaining physical evidence of the. 
Sieleby's existence is an ancient, fading tapes- 
try in a tiny temple to Avani in the Khinasi 
domain of Djalra. The tapestry has four images. 
‘it, The first image shows Mount Deismas 
faploding and throwing a yellow rock high 
into the sky. The second renders a Basarji war- 
rior finding the rock in a desee the warrior 
and the rock both glow. The third image shows 
the warrior blasting an army apart with beams 
‘of fire from his hand. The final image depicts 
EEEO et on ta deck ea Dea 
s 


iding en 
‘Oral tradition among the Khinasi identifies 
the warrior as Aram ibn Malik, a young man 
who discovered the Sielebr shortly alter the 
Deismaar cataclysm. With the bloodstone’s 
aid, Aram and his followers (the Holy Thirty) 
were able to slay the entire army of the great 
‘oppressor Omar al-Sami in lands now claimed 
by Zikala. When others tried to claim the 
Sielebr from Aram, he and the Holy Thirty led 
and took a ship to parts unknown. Little else is 
known about the Sielehr. save that Avani’s 
faithful and a few diehard Basata worshipers 
consider it one of their holiest artifacts. 

In trath. the tales are accurate, Aram and 

10 of his 30 pious companions were 


we 


the mountains of Cerilia's eastern shores: in 
fact ive of them, now long-abandened, sill 
exist in the domains now known as Suiriene, 
the Magian's domain, Merasaf, Yeninsky, and 
Zoloskaya. Aram and his followers continued 
their trek northward until finally they put. 
Leviathan y Reach between the Sielebr and 
those who would use the bloodstone for their 
Within one of the highs j 
Vithin one o st mountains ranges 
oí northern Torova Temylatin, Aram and his 
followers built Basaia's Seat, an impregnable 
monastery carved out of a mountain peak, Its 
Central chamber holds the Sielebr. Basata 
Seat is reachable only by a single pass that 
‘remains snowbound and impassable for all but 
Teo weeks out of every year. The biter, power- 
ful winds surrounding the peak make it too 
treacherous to approach by any flying crea- 
{ore es hardy than dragons, Fortunately for 
thove who guard the Slelebr the artifact sel 
heips keep the monastery warm. 
"Xe its most populated, the monastery held 

78 people. It now holds only four scions Aram 
ibn Malik, Fatima bin Aram (Aram's eldest 
daughter), Tuarim ibn Aram (Fatima s fourth 
Son), and Alvaro el-Surak (the last of the Holy 
Taip), AS of these scions have the veu life 
blood ability at great power; Aram and Alvaro 
both appear to be men in their forties, while 
Fatima and Tuari seem to be in their late and 
eir twenties The Younger of the four 
guardians is nearly 1,500 years old, 

Some Khinasi believe that a piece of the 

iclobr broke off belore Aram discovered it 
izens of Arya still speak of the "Blinding 
Bracelet of Georg One-Eve; a magical bracelet 
worn by a wizard merchant of mixed Brecht 
And Khinas blood. The bracelet is described as 
‘golden band sc with a glowing yellow topaz 
Legend tells that Georg used it to project 
light and magical fire, but he and his bracelet 
disappeared in a sudden storm at sea over. 
200 years ago. His ship was last sighted just 
outside the Dauren Arm of the Krakennauricht 
Given the powers of the bracelet and the 
legends of the Sielebr, some Khinasi believe it 
eld a suple chip off the Stone of Light. A 
Select few go so far as to maintain that if that 
hip were found and reunited with the Sielehr. 
Basata would come again to Cera. Since no 
living Khinasi know the final resting place of 
the Siclebr it i highly unlikely this theory will 
serbe pur to the test. 


spells 


jhe following spells were developed 
, I Moth tbe conte by Corin e. 

ards and magicians to address needs 
unique to their world. Their descriptions 
appear in the "Conventional Spells" chapter of 
this book. These spells follow the standard 
rules and format of other AD&D spells. 


firsr level 

Khinasi Trade Tongue 
Know Bloodline Derivation 
Know Bloodline Strength 
Know Cerilan Origin 
Sidhelien Bow" 


second level 
Calder's Starry Sky 
First Strike 

Mask Bloodline 
Misfortune 
Ruomily Tracks 


third level 
Enhance Blood Ability 
Erik Quills 

Haeiyni Bow 
Suppress Blood Ability 
Zikalan Fteform 


fourth level 
Identity Tighmaevril 
Improved Armor 
y 
Shafpaete's Shadowy Distinction 


fifth level 
Disguise Bloodline 
Facet 

Mass Mounts 
sixth level 
Sidhelien Mien 
Suppress Bloodline 
seventh level 
Resist Magie 


Magic Drain 


ninth level 
Blood Drain 


* Halicized spells are reversible. 


battle spells ri 


hese spells affect entire military units 
I Vilag vert eeureried com ein 
tional spells by Cerilian wizards 
‘magicians for use on the battlefield only. Their 
descriptions, as well as details about the use of 


tthe ‘Bae Magi uper d 


first level 
Charm Unit 
Rain of Magic Missiles 


second level 
teeing Ste 
third level 
Flying Troops. 


Monster Unit Summoning I 
Slow Unit 


fourth level 


ed-level caste. 
realm spellsby x. 7 
caster level MS vine 
Mass Destruction 
his comprehensive list of wizard realm ‘Summoning 
spel hues thasc spel» Transport 
pae —— gthh-leuchonster 
spells appear in the My Gold Rush. 
s chapter of this volume, The Protect Source. 
list is s bythe — Regent Site 
levelofthe 
Nri me Fortine LÁ leot costar 
source lere tac f Dea 
ist-levelcoster, | f Poeti o 
" 
Dop ean Magic $ Cd EN x 
Kanina Aa öth-level caster 
A Défesion 
pr dt po 
Coffer Ci iit | Legion of Dead 
Detect Ley Lir | Ley Ward 
Rave 
Brh-level caster 
‘Shadow Block 
oth-level caster 
Deactivate Ley Line 
Enhance Source 
10th-level caster 
Deplete Mebhaigh! 
L tathtevel coste 
^ ‘Sunder Ley Line 
16rh-level caster 


realm spells by 
source level 


Ahe folowing list is organized by the 
‘nium source level needed 


jons of all realm spells 


ir in the“ 
Spells” chapter of his 


Repent Site 
Sey 
Subversion 
Trace Ley Line 


source (2) 
ate Fury 
Coffer Credit 
Betection 
Enhance Source 
ald Rash 
Inflame 

Mast ay Line 
Royal Fade 


source (3) 
aider 
magogue 
Legion of Dead. 
lay Trap 
Protect Ley Line 
Summoning 


source (4) 
Deactivate Lay Lina 
Ley Ward m 
da Block 


source(s) 


Death Plague 
Deplete Mebhaighl 
Many Destruction. 
Rare 

‘Transport 
Warding 


source (6) 
Siphon Mebhai 
‘Sunder Ley Line 


source (7) 
Poison Source 
Stronghold 


using other 
spells and 
magical items 


puse. 
Ne 
ate for use in a BIRTHRIGHT campaign, 

EE 
Eire. 
EI UI CEA 
pe 
arc otherwise incongruous with life in Cerilia 
eem 
Ug 

Players may use any spell 
from the PHB in a BumimcnT 
campaign (though they may want to 
‘consider giving spells such as Nystul 
eas, 
DMs may feel free to introduce any magical. 
Beane 

This section lists the spells and magical 
Mei pm 
UTI ET. 
CETT UIS 
poke ore 
always, however, players and DMs may 
agree a (or disallow) as or Ce 
Saree ae 
pore rd 
PEE 
ieee 
E T 
vU ETE 
anm 
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Lasting Breath 
Metamorphose Liquids 


Turn Pebble to Boulder (does not affect 
mebhaighl stones or sielsheghlien) 

fifth level 

Far Reaching 111 


re "Transformat 
Tama be used athe Shadow World) 
PN level 


[o — 

Intensify 

Malec-Keth's Flame Fist 

Shadovcat (cannot be wed in the 
‘Shadow Word) 

Steal Enchantment (dose no affect 


magical items 


potions and oils 
penta oi Det 
Candid Death 
Murdock’ Inset Ward 
Oo Preservation 
Starella's Aphrodisiac 


powders 

Poder ofthe Black Ve 

Powe of Coagulation 

Bonder of the ero Heart 

Pome af Magi Deleon 

rings 

Ring of Affliction 

Ring of. 

ig of Bureauen 
toes nar afe ream 

Rit Foritude 

Ring of andonsen 

Fig of Resiance 


) 


rods and wands 


gue, 
and of Element T ation 
Wind of Mialaced Object e 


miscellancous magic 

die Spores 

Amulet = boe 

Aie e e Resting 

Amulet of Leadership 
(cannot be used by regents) 

Ma audio T elt mai 

E ee 

esu eed enel 

Amulet of Perpetual Youth 

Bag of Bones (Use Undead Legion War Card 
#86 from the BucrroucHt boxed set; only 
pirum 

Bell's Palette of Identity 

pueri MM 
(eee it 
E Pei 

pere bee 

Ein SMa tdg 

EL A 

Crucible of Melting (tighmaeveil is immune) 

Coal Parrot 


)sintegration Chamber. 
Dust of Mind Dalling 


‘Everbountiful Soup Kettle 
Flathox 


For of Warmth (derivation: Vosgaard, rather 
than the Paraclemcntal Plane af Ice) 
Gem of Retaliation 

Glass of Preserved Words 
Globe of Purification 

Globe of Serenity 

Horn of Valor (Affected War Card units gain 
one morale icon of player's choice for 144 
‘urns: routed units immediately make a 
morale check rather than first returning to 
the reserve: enemy units lone one morale. 
icon of players choice for 142 turn: player 
cheese square in which horn i sounded- 
horn may be heard one square away; hom 
may be used once per Wat Card battle.) 


Hours of Fre nd ie 
Tis Romer lancooe 

Law's Banner (Functions on one War Card 
‘nit commanded by a lawful PC or NPC: 
player chooses onc icon to add to the card's 
nore icons) 


Philosopher's Egg (fist application only) 
Portable Canoe 


conventional 


S 


The War of Sbudow and is cataclysm at Mount. 
Deionaar altered our world treparably. Political 
struggles, blood al i 
seemed that suddenly. 
Tired life bad changed. And it was up to us 10 
find ways to meet these new challenges. 
from the journal of Qerean the Stone Mage, 
circa 31 Haelynis Count. 
+ ee 


first level 


khinasi trade tongue 
(Divination) 


Range: Touch 
Components: V, M. 
Duration: 1 turn/2 levels 


& T 
Area of Eft V individual 
Saving Throw: None 
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Favored by Khinasi and Brecht wizards 
because of tbeir countries reliance on trade, 
this limited form of ESP aids in dealing effi- 
ciently with merchants and peddlers, The 
‘recipient of this spell can sense the amount of 
‘money that an individual is willing to accept or 
pay for a particular item-— regardless of the 
price verbally quoted by the individual—to 


‘within 146 coins appropriate to the transac- 
Tea Do recipient de spel cin Sterna 
prices for items (one ata time) until 
the spell expires. 


‘When cast by a Khinasi or Brecht wizard, this 
divination is even more precise, determining, 
within 144 appropriate coins the amount of 
money a trader will accept or pay. 

"The material component of this spell is a 
vial of snake oil. 


know bloodline 


derivation 
(Divination) 


Range: 30 yards 
Components: S. M 
Duration: Instantaneous 
Casting Time: 2 

Effect: 1 individual 
Saving Throw: Negates 


The caster of this spell can determine the 
bloodline derivation of a target individual. The 
target is allowed a saving throw with the fol- 
lowing modifiers to the die roll (becaus 
stronger bloodlines are ei 
tainted +2; minor, 

The material 


soa hawk 
ate: acions of Reynir are attuned to the wilder- 
mess, making a pine cone or live twig suitable, 


and so on). The component that represents the 
recs disintegrates upon comple- 
ton of the spell 
Note: If the spell is cast on an unblooded 
character, none of the totems destroy them- 
Selves, There i also a base 50% chance (mius 
Bevery el ofthe caer) that a ted 
ine pastes unnoticed, even if the target 
falls his saving throw. 


i spell does not work on inanimate 
objects such as selshegh gems, 


know bloodline 


Effect: 1 individual 
Saving Throw: Negates 


This spell affects only blooded characters. If 
the target faily his saving throw, the easter 
leans the relative strength of his coding 
tainted, minor, major, or great, Because 
nier bodes are ssi to demi. the 
target makes his saving throw with the follow- 
ing modifiers to the die roll: tainted, «2i 
minor, +0; major, -2 great, A 

The material component is a small vase or 
Jar made of malleable metal (ram. pold, ún; 
tc. The component collapses, as il crush 
ina strong hand; when the spel is cast. The 
Caster measures the extent of he crumpling to 
"letermine the relative bloodline strength 

Note: I the spell is cast on an ualooded 
character, the vase remains uncrished. There 
is also a base 30% chance (minus 3% for every 
level of the caster) that a tainted bloodlines 
strength cannot be determined, even if he tare 
Ret fal his saving throw. 


know cerilian origin 


(Divination) 


pe 
ct Lereature or object 
Saving Throw: Negates 


When a wizard directs this spell at a creature, 
individual, the 


‘This spel can identity the origin of a Gerilian 
item or person to within 25 miles, with a general 
ar specifie result hat is, a warrior born 20 
miles outside of the City of Anuire might be 
identified as bailing from that cys a weapon 

forged i he ty Tem might imply be ideni 
fied as originating in the , of Tien. 

"The caster may Sm eri vent 
laum the actual oxigen ‘an item or the place in 
which a target has spent the most time. Thus, 
Te may learn the Birthplace of an individual or 
the pace in which he hax spent most of his lile; 
he may lear the place where a weapon was 
omring trabe: reels end 

rins ol tems predating the Mount Deir- 
maar cataclysm cannot be determined, 

Tn the case of centurtes-cld itema, this spell 
might be cast a number of timen to determine 
"he history of an object. Such castinga wil st 
reveal the place where the fem spent the most 
d 
episc shorter habitat. 


‘When this spell is cast on an individual, a 
saving throw vi. spell i allowed; on a magi- 
cal item, a saving throw vs. crushing blow 
applies, In either case, a successful saving 


Toga 
gr cm 

EI 

Ey 

Em EN 
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sidhelien bow 
(Enchantment) 
Reversible 


Range: Touch 
Components: V, S, M. 
Duration: 3 roundss1 round/evel 
Casting Time 1 

‘Area of Effect: 1 bow 

Saving Throw: None 


When a wizard casts this spell upon a nonmag- 
ical short bow, long bow, or crossbow, the 
weapon «1 attack bonus. The spell. 
takes effect when the first shot is fired and 
then lasts for the full spell duration. The first 
shot must be fired within 24 hours of casting. 
or the enchantment is lost. The how's bonus 
alone does not enable archers to hit creatures 
that can be attacked by magical weapons only; 
ne needs magical arrows to do so. 

Multiple spells can be cast upon a single. 
bow to extend the duration of the enchant- 
ment, Doing so does not create additional 
attack bonuses or extend the 24-hour limit. 

"The reverse of this spell, decrepit bow, makes a 
monmagical bow suffer a 1 attack penalty. 

When this spell is cast by a Sidhelien wizard, 
the target bow may be magical or noamagical 
and gains a +1 bonus to attacks and damage. A 
decrepit bow enchantment cast by such a wizard 
te ental pu Ox od w 

‘material component versions is 
a thread from a silkworm. 


second level 
calder’s starry sky 


(Divination) 


Developed by a Brecht magician, this spell 
‘enables ships to sail on cloudy nights ar storm- 
‘swept days without losing their way, When. 
East, the spell causes a display of stars to. 
appear approximately 10 yards above the 
‘asters head. The stars are representations of 


the correct positions of stars in the sky, allow- 
ing a navigator to steer by this projection. The 


the ceiling. The T 

"The material component is an unblemished — 
silver mirror that the caster must direct sky- 
ward during the casting, 


ing the star field on 
"ail on cloudless days. 


first strike 
(Alteration) 


o 
s SM. 
Duration: 1d4 roundse 1 round/level. 


ing Time: 4 
Area of Effect: 1 creature/evel within 10 yard 
‘Saving Throw: None 


if they venture outside the area, they lose the 
elect. Reentering the spell radius does not 
reinstate the effect on those individuals. 

Tf both sides in a battle are affected by fint 
strike spells or an individual is using a weapon 
‘such as a short sword of quickness, initiative is 
rolled normally. Unlike a Paste spell. this enchant- 


ment does not age the affected individuals, 
The material component of this spell is a 
handful of purified sand, which the caster runs 


through his fingers. 


mask bloodline 


(Illusion) 


Range: Touch. 
Components: V, S 
Duration: 2 turns/evel 
Casting Time: 4 

Area of Elect: 1 creature. 
Saving Throw: Negates 


"This spell is used by blooded wizards (or cast on 
blooded characters) to hide the derivation and 
strength of their bloodlines from others. Blood- 
lines, because of their divine nature, are some- 
what resistant to being hidden: the target there- 
fore must roll a saving throw even if he wants 
the spell to work. The bloodline strength adds 
a modifier to the roll as follows: tainted, -2; 
minor, -0 major, v2; great, «4. 

the target fails the saving throw, the 
bloodline is completely masked; nothing shor 
SRI i vi re dere ee 
strength for the duration o H the tar- 
get's save succeeds, obvious characteristics of 
the bloodline (such as a bloodmark or other. 
secondary characteristic) are masked, but a 
now bloodline derivation or know bloodline 
sens spell wil sccced 

ie target of the spell cancels the effect if 
houses aby Mood aU dering tbe clie 
denn: Tie means that some characters wil 
be forced to operate at below their normal 
abilities for the duration of the spell if they 
want to keep their bloodlines secret (such as 
characters with heightened ability). 

Note: Ershegh and awnshegh characters are 
dificult to affect with this spell since they almost 
always bear unconcealable marks of their blood- 
Jines. The DM may wish to increase the modifier 
to their saving throws or disallow the use of the 
tral saper nen it is east in connection 

illusion or polymorph spell. 


misfortune 
(Alteration) 


Range: 10 yards 
Components: V, S 
Duration: 1 weel/level 
Casting Time: 2 

Aca of Effect: | creature. 
Saving Throw: Special 


An elderly Rjurik wizard is said to have cre- 
ated this spell to bring il Juck ta is enemies, 
He intended his foes to suffer misfortune 


luck 


CETT Multiple mis- 
fortune «plica be cast upon a target, with 


Cleaner oa fortem enchant i 
allowed a saving throw vs. spell with a -1 
penalty o the die rol for every three levels of 
the caster. Thus, if a 10xh-level wizard cast 
misfortune, the target would suffer a -3 penalty 
to its saving throw: 

The spell(s) may be negated by a single 
meme curse or similar spell. 


ruornil’s tracks 
(Alteration) 
Reversible 


Range: Touch 
‘Components: V, S, M 
Duration: 1 turwlevel 


Ser Ee Spec 


instead of his own thus thwarting thone who 
attempt to track is movements, Those in pur- 
Suit can identify the true nature of the tracks 
nly if they make successfal tracking profi- 
ciency checks with a -2 penalty 


deep, noticeable footprints in their wake. 
"These tracks can be followed easly by anyone. 

"Ihe material component of either version is a 
handful of ashes sprinkled at the caster’ feet. 


third level 
enhance blood ability 


(Alteration, Evocation) 


Range: Touch 

Components: V, S, M 

Duration: 3 rounds «1 round/evel 
Casting Time: 2 

Atea of Effect: | creature 

Saving Throw: None 


"This spell enables its target to tap the essence 
of his bloodline directly to temporarily 
increase the power of one blood ability. The 
easter must know the bloodline derivation, 

Mood ability, and ability power (minor or 
major) to be affected. When the spell is cast 

the chosen blood ability improves one power— 
minor to major.or major to great—for the 
duration of the spell. Blood abilities of maxi- 
mum level gain no benefit from the spell, and. 
blood abilities that have only one level of 
power cannot be enhanced. 
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At the end of the spell’s duration, the 
blood ability returns to normal. The target 
then may not use the previously enhanced 
blood ability for one turn (he has stretched it 
beyond its limits). 

"The material components are two similar 
objects—one large and one small— represent- 
ing the bloodline derivation of the target, (See 
the animal affinity blood ability description in 
the Bierman Rulebook for a list of totems.) 
The wizard breaks the smaller of the (wo 
totems during the casting of the spell 


erik’s quills 
(Evocation) 


Range: 5 yardvtevel 
Components: V, 5, M 
Duration: Instantaneous 
Casting Time: 3 

‘Area of Effect: 1-2 creatures 
Saving Throw: None 


cal quil (resembling porcu- 
pine quil] to fy from his hands and unerr- 
Toy strike a chosen target The quil reach 
SES victim even in mele combat and they 
magically find chinks in armor or gaps in 
Clothing to strike successful. 

‘A wizard can conjure 244 quills plus one 
quil for every two experince leves above Sth 
hus, a th-level caster can create 244° 1 
ils The quils may be directed at no more 
shane opponents p $ 

Each quil inflicts 1 point of damage on the 
initial round. In the following two rounds 
ctia are allowed a saving throw vs spell 
failure indicates a second (and/or third) 
found of identical damage, Ai the end of the 
"lid round, the quills vanish. The enchant- 
Sent is especially elective against specus 
Ers who cannot cast spells while suffering 
age from the quil 

That marl component i a porcupine qul 


haelyn’s bow 
(Enchantment) 
Reversible 


Range: 10 yards 
‘Components: V, S, M 
Duration: 1 roundfevel 
Casting Time: 3 

Area of Effect: 1 bowilevel 
Saving Throw: None 


this spell upon a mag 
Bebe due 
Og e a aa 

" t 
the wieard' level. The bonus conferred by this 
el adde to any magical bonuses the bow 


The spell takes effect when the first shot is 
fred and then lasts for the full duration. The 
first shot must be fired within 8 hours of the 
casting or the enchantment is lost. Multiple 
spells can be cast upon the bow, with cumula 
tive bonuses. 

"The reverse of this spell, cursed bow. confers 
a -1 penalty to attack and damage rolls for a 
‘number of rounds equal to the caster’ level 

The material component is » stone arrowhead. 


suppress blood ability 


(Alteration) 


Range: 10 yards 
Components: V, $, M 
Duration: 1 turvlcvel 
Casting Time: 1 round 
ren of Effect: 1 creature. 
Saving Throw: Negates. 


‘Suppress blood ability removes an individual's 
power to use one blood ability for the duration 
of the spell. The caster must know both the 
bloodline derivation and blood ability of the 
farget, as well as the power ofthe blood ability 
to be suppressed (minor. major, or great) or 
the spell will fail, Bloodlines are somewhat 
resistant to tampering; therefore saving throws 
e the following modifiers based on 
line strength: tainted, ~2: minor, -0; 
major, +2; great, «4. Multiple castings can. 
affect multiple abilities on the same target. 
The material component is a small object 
from the victim's bloodline totem (cat whisker, 
shake seale, etc), Refer to the animal affinity 
blood ability description in the Brerincr 
Rulebook fora list of totems, 


zikalan fireform 
(Alteration) 


Range: Touch 
Components: V. S, M 
Duration: 1 hourlevel 
Casting Time: 3 

‘Area of Elect: 1 creature 
Saving Throw: None 


a a eier eee 
court wizard Tit to spy on visiting dig- 
‘itaries. The spell enabled the wizard or other 
target of his choice to hide in the braziers and 
fireplaces of Zikala's palace, temples, and 
other state buildings 

A character under the effects of this spell 
can meld his body with nonmagical fire, The 
fire must be within 5 feet of the fireformed 
individual so he can leap into the blaze, The 
Fireformed target is then concealed in the fick- 


ering flames of a torch, campfire, fireplace, or 
other source of nonmagical fire, The fire must 
beat least the size of a torch. 


"While in freform, the individual can see and 
hear normally the flames do not obscure heare 
ing or vision. The individual cannot cast spell; 
talk, stack. or suffer damage. To exit the ire. 
the character may cancel the spell with a ele 
pathic command. The character (s automati 
Sally expelled from the lames at (he end of the 
Spelis daration o if the fire is completely 
extinguished by any normal or magical means 
(he Spe docs not expire if the blaze merely 
down to embers.) The spell is also cane 
celled i a spell such ax affect normal fires Of 
Pyrotechnics cant upon the flames, 

“The recipient of the spell is immune to heat 
ond damage from normal fires while moving 
arg th spy ca] A frelons el 
p selects) A individ- 
tal cannot be discerned from normal famas 
less «detect magis spell is cast. In this events 
the fame radiate a daint aura ol aeration 
magic: A detetimiibily speli will not reveal 
"he fireformed individual. 

The material component is a mixture of fall 
sulfur and crushed peppercorns that is tored 
ipto the fire source 


fourth level 
identify tighmaevril 


(Divination) 


n 


1 
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ee e qued 
peau eE AOA ues 
color and to pulse in a manner visible only to 
ie caer M fer some reason, the cater 
cannot see the tighmaevril affected by the 
Spal [because of darkness or Safer petia. 
walls), he will sense the metal's location, but 
Poke sags or ssa 

ie mui component. whlch eats ar 
e aai a bsnlst eom ia 
E Dp Tnm 


improved armor 
(Conjuration) 

Range: Touch 
Components 
‘Duration: Special 
Casting ime 4 


‘Area of Effect: Y creature. 
Saving Throw: None 


Similar to the Istlevel armor spell, this enchant- 
ment creates a faintly wowing magica feld of 

energy around a 
individual that serves as iit 
were field plate mail (AC 2). 
‘The spell has no effect on a person. 
already armored or a creature with Armor 
Class 2 or better, but it is cumulative with 
Dexterity bonuses. Improved armor does not 
r affect a creatures movement or hinder 
r spellcasting, and it has no weight. 
Insproved armor remains about the 
| emini wntil pid or until the. 
individual suffers damage equal to 10 
points plus twice the casters level. For 
example, if an Bth-leyel wizard cast this 
i spell upon himself, the armor would 
remain ntact until he suffered 26 points of 
/ Inmage. The armor does not prevent the 
spell recipient from suffering the damage. 
The material component is a cube 
) "of polished steel. 


J- mimic blood ability 


y A (Enchantment) 


Range: 20 yards 
Components: V; S 
V Duration: 1 round/evel 
N Casting Time: 6 
Area of Effect: 1 creature 
Saving Throw: None 


a 
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of the blood ability (før example, has seen it 


"The target of the spell must be a scion in order 
to imitate the ability, but his derivation and 
need not match that usually 


‘mimic the fear ability; a character with a blood- 
Tine of 8 could imitate a great ability, 

"Both the target of the spell and a possessor 
of the blond ability to be imitated must be 
‘within 20 yards of the wizard at the time of 
Easting, As part of the spell, the caster states 
the name and power (minor, major, or great) — 
‘of the blood ability in a loud, clear vic 

The recipient gains the use of the blood — | 
ability for the duration of the spell, The char. — 
sese hoy ability was sich vaio fl 
‘use of the ability; he is unaffected by the spell 

When the spell ends, the recipient com- 
pletely loses the blood ability, but any effects 
Caused hy the character's use of the ability 
remain. For example, if the character mimic- 
ked the regeneration ability and healed several 
points of damage, those points would remain 
healed, However, if a character mimicked 
divine aura to influence an charac- 
ter, the influence on that character would wear. 
‘off when the spell duration expired. 

Note: Spells such as enbance blood ability. 
and blood drain can affect the mimicked ability 
foe the duration oí the spell. 


shaefpoete's , 
shadowy distinction 


(Divination) 


“This spell is rumored to have been developed by 
a wizard of the Zweilund Islands, a small domain 
in the Krakennauricht. The spell mimicks the 


halfling ability to see inta the Shadow World and 
to distinguish, in a particular location, the thick- 
‘ness of the veil that separates that realm from 
the real world. The spell does not confer the 
halilings" ability to detect evil, detect undead, 
detect magie, shadow wall, or dimension door. 

‘A mage who uses this spell has a 5%, plus 
1% per caster level, chance of finding a hidden 
portal to the Shadow World (aa area where no 
Nell exists). These are dangerous places since 
denizens of the Shadow World can use such 
portals to cross over to the real world, Under 
the effect of this spell, the caster may also 
make such crossings 

If a wizard finds bimself in the Shadow 
World, he can use this spell to find portals 
back to Cerilia, Of course, slice time and 
space in the Shadow World are reputed to be 
different than on Cerilia, the caster may find. 
himself somewhere or somewben other than. 
the place or time he lef, 


fifrh level 


disguise bloodline 
(IMusion/Phantasm). 


Range: Touch 
Components: V, $ 
Duration: 1 turievel 
Casting Time: 1 turn. 
Area of Effect: | creature. 
Saving Throw: Special 


Thi potent illusion allows the spell recipient 
phils the deqeatico. strength, ced charter 

ie of his actual bloodline and temporat 
Take on the characteristics (both magical and 
phyucal) of another bloodline. For example, a 
Selon of Andultas could appear to have 
Brenna's or even Azea's bloodline, thus 
deceiving attempts to determine his actual 
bloodline’ The sransformation is undetectable 
unless someone cast limited wish ora spell of 
comparable power ua the target. 

While under the effect ef the spell, the 
feelplent can use only blood bilis permi 
ted by the illusory bloodline. The blood abil 
ity must have the same effect when used by 
acions of both the actual and ilasory Blood 
lines, For example, a selon of Vorvan dis- 
guived as a scion of Brenna could ose alter 
Sppearance, which works the same for acions 


‘of oth bloodlines, bot not enhanced sense, 
which affects different senses 
Jine. The blood ability functions at the same 
level of power as it normally does, regardless 
ofthe sory Bloodlines strength Targets of 
disguise bloodline do not gain any blood abili- 
ties they do not normally have with their 
actual bloodlines, 

If the spells recipient ties to use a blood 


abi not pernicie aod bisoin, 
ie mast eroe ina fe tho’ V spel Ai 
te his natura Mood abl The delle ab 
sz mele ag on te Blond- 
tieng ted 32 pino, aoe 
src ot, the enim throw succcds the 
Quis [Ed aie, te chafe tkt canes accen 


facer 


(Alteration) 


Range: Touch 
Components: V. M 

Duration: Permanent 

Casting Time; 1 turn 

‘Area of Elect: 1 gem or item of jewelry 
Saving Throw: Special 


Believed to have been developed by a Khinasi 
wizard-merchant, this spell can increase the 
value of a gem or piece of jewelry by removing 
Taws and improving the quality of the gem. 
When a wizard sccesaly cat facet upon d 
vem or item of jewelry vet with gems, the value 

jewelry doubles. Thus, a wizard 
se on an emerald valued 


Appraising nonweapon proficiency the saving. 
row. 3 o2 bons I this spell i cast 
m mare then once, Ube saving. 
thw eee polt for each scene 
‘isting (thus the third easing would receive a 
SY penalty, etc). A gem or piece of jewelry 
worth more than 25,000 gp cannot be 
Enchanted he fet spell 
Y material component is a jewelers 
inking clo which mnt be rubbed across the 
gem oc jewelry to be enchanted, 


mass mounts 
(Conjuration) 


Range: 10 yards/level 
Components: V. S. M. 
Duration: 1 hourlcvel. 
Casting Time: 1 turn 
Area of Effect: 1 mountélevel 
Saving Throw: None 


‘This enchantment, simila fo the Ust-level wiz- 
ard spell mount, allows the caster to conjure a 
number of mounts. The mounts obey the wizard 
Var riders designated hy him) willingly and to 

‘the best of their abilities. When the spell 


13thlesel wizard can call 13 draft horses to 
serve for 13 hours. The caster can elect to con- 
jure fewer animals than his limit. AN the mounts 
‘created by a single spell must be the same type 
‘of animal and will be of varying natural colors 
unless the wizard otherwise specifies a color 
[gach as jer black iding horses for night travel) 
conjured mounts do not come with gear. 

"The wizard can specify the type of mounts 
gained by this spell (subject to regional 
Availability). choosing from the lit below. To. 
‘determine the mounts’ statistics, consult the 
Moxsmtovs MANUAL tome, 

"The material components, regardless of 
what type of mount the wizard wants to con- 
jure, are a horseshoe and a tuft of fur. 


Summoned all Spec 

Mount. Carrying Capacity. 

Wore 100 bs 

Pony 180 M. 
WarHome 170 bs. 

[3E 

Hippocampus b 

Medium War Horse 220 bs 

Vk 340 thn 

Male ET 

Draft Hone 260 tbn. 


sixth level 


sidhelien mien 
(EnchantmenyCharm) 
arenie 


By casting this spell, the wizard bestows cer- 
tain qualities natural to Sidhelien upon a tar- 
get creature not of elf descent, The recipient 
ins 00% resistance to deep and charm spells 
Sand is unaffected by aging attacks and normal 
diseases, The tanget of the spell also gains par- 
Val camouflage in a woodland setting; when 
standing still or moving slowly, he has a 3 
Chance of remaining undetected. If the indi- 
vidual moves faster than a normal walking 
pace, his chance to remain unseen is 15% 
“Though the target gains elven abilities, his 
appearance does not change. Nor does he 


not listed above. 
‘2 wizard can affect 
‘rh ths spel depende on his evel: eer 
caster can affect four 
fae schon re e 

‘The reverse of this spell, Sidbelien dissord, 
adds a -3 penalty to he target individuals saving 
throws vs. charm and sleep spells, and prevents 
him from moving unseen in woodland settings. If 
‘the target takes special precautions such as Ping 
still in underbrush, he may hide normally in 


Sidhelien mien has no effect when cast on 
elves; its reverse, however, does. Elves gain 2 
normal saving throw against the Sidhelien dis- 
cord version ofthe spell 


pla bloodline 


Range: 50 yards 
Componenti V, $. M 
T turnfevel 


Time: 5 rounds 
Effect: Y creature 


Ars 
Saving Throw: Neyates 


Similar to the bera spell appre blood 
ability but stronger, suppres bloodline removes 
tm idiicea’s over t ue lof his Blood 
bilities for the duration of the spell 

"The castor must know the Bloodline deriva- 
ton of the victim or the spell wil fai. Blood. 
lines are somewhat re: 
therefore saving throws ig 
modifier based on bloodline strength tainted, 
“3 minon 0 mor gres 54 


to the animal affinity 


blood ability description 
in the Bronco Rulebook fora Bst af totems. 


seventh level 


resist magic 
(Abjuration) 
Range: Touch 


Components: V S, M. 
Duration: 2 rounds/level 


Casting Time: 7 
Acea of Efect | cratere 
Saring Throw: None 


By means of this spell, a wizard temporarily 
san bestow resistance to magic on one crea- 
ture. The recipient gains 25% resistance to 
true magic and 50% resistance to lesser 
(all spells in the schools of divination and 
sion, as well as all spells of 1st and 2nd level). 
When a wizard casts this spell upon himself, 
its effect is more potent. The caster gains 40% 
resistance to true magic spells and 65% resis- 
ance to lesser magic. 
When the recipient becomes the target of a 
spel e immediately rolls to soe if his magie 
resistance repels the spell. I the roll fails, he is 
allowed a normal saving throw if applica- 
ble. Resist magic has no effect on spells already 


eighth level 


mc = drain 
[o 


better to resist the effect; in the hands of a 
6th-level fighter, it would need an 11 or better. 

"The spell’ effect is limited to one type of 
magic of no greater than a «5 bonus. Against a 
ond +1, 73 ws lsanthrupes, for example. this 
spell could negate either the +1 bonus or the 
+3 bonus. A second spell would be required to 


is a vial that once 


ninth-level 
blood drain 


(Necromancy) 
Reversible 


Range Touch 
Componenen WS 
Doron en 
Carene ine 

‘cool Elect à cene 
Sevag Throw Spec 


This devastating spell allows a wizard to drain 
bloodline points from a victim and transfer 
them to his own bloodline, The victim of this 
spell forfeits 248 points of bloodline strength. 
and these points are permanently transferred 
to the caster. A wizard may cast this spell on a 
victim more than once, but may never 
a victim to less than 1 bloodline point. 
Tn addition, the caster has a chance to drain 
a blood ability from his victim. For every point 
of bloodline strength drained. there is à 1% 
‘cumulative chance that the caster drains a 
"blood ability If this occurs, the DM chooses a 
blood ability to be lost, beginning with the. 
Towestlevel 


7 ^C blood abilities. 
For example. 
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if character with two minor and one major. 
‘blood abilities becomes the victim of this spell, 
onc random minor ability will be lost. 

the caster is eligible for the blood ability 
(that is, it is not restricted by his derivation 


gren 
Adds a bonus of +6 (4+1+1) to his saving throw. 

Ifthe victim succeeds in his saving throw, 
he suffers no effect of the spell. If he succeeds 
by more than 10 points, the spell backfires, 
forcing the caster to make a saving throw with 
the same modifiers. If the caster fails, he pore 
manently loses 18 points of bloodline 
strength (hie victim does not gain these, 
points). The caster loses a blood ability 
Ke mow has too many blood abilities for his 
reduced bloodline strength according to Table 
12 in the Birrwocn Rulebook. 

n all cases, lost bloodline strength points 
and abilities can be restored through normal 
means: gaining points through RP expendi- 


tures, slaying "individuals with a til 
maevril weapon or directly through the heart, 
‘or earning bloodline points to roll on Table 12, 


Note: A victim can voluntarily submit to 
this spell by forgoing the saving throw. In this 
cave. the spell succeeds automatically 

The reverse of this spell, blood restoration, 
allows the caster to return bloodline points 
stolen through blood drain to their original 
‘owner. The spell must be cast within one week 
‘of absorbing the stolen bloodline points. The 
Caster cannot "carry" bloodline points from 
more than one individual during this time (i the 
wizard casts this spell on more than one individ- 
Tal within one week's time, the bloodline points 
are irreversibly mingled with the casters). The 
‘Wizard may cast blood restoration on the same 
individual more than once, If Blood restoration is 
fot cast within the alloted time, the caster per- 
manently retains the bloodline points. 

"Before the original owner can get his points 
back. he must first pass a system shock roll 
When bloodline points are returned to their 
original owner, the individ mof ln mew 
ood abilities. H the character lost a blood abil- 
ity initially, he may col a saving throw with the 
modifiers described above, If he fiie the saving 
throw: he gans one random blood ability of the 
Samne level that he Jost (reroll for abilities inac- 
cessible to the character). If he passes the saving 
throw, he does not regain a blood ability. 


eee 
1 paced the length of my library. The Bing 
‘woul eal t o a wre Could not wi ofthat 
and all bis other advisers were certain. Yer 1 knew 
that fe Sol ot Be dae Niece 
so epare some kind of sorcery o give 
our soldier a fighting chance. I looked about the 
‘oom in desperation, What could I a lob magi 
clam, do to turi the tide of a full-scale. 

My eyes strayed to one of my spellbooks. The 
iv to which it was open seemed to mock me with 
the spell written on (2 magic missile, I nearly 
laughed aloud at the absurd image of 
magie arrow sailing toward an entire army unit. 
But then I envisioned hundreds of them raining 
from the shy. 

from the writings of Audric the Seer 
BPG gov 

‘everal spells already known to players do 

allow spelicasters to affect the outcome of 

a battle between two armies. But most 
conventional spells have areas of effect too small 
to be of much use in a full-scale war, and the 
month required to cant eal mapic renders 
realm spells impractical for defensive purposes. 

iv chapter describes "battle spells, a type of 
magie that enables wizards and magicians to 
draw on even a limited repertoire ol spells to 
become a vital part of any military campaign. 


existing | 
wor magic 


he conventional spells wizards and 
ag crei yen 
So affect whole unien, not as per 
encounters onthe bateliai cate nevini 
limiting, The War Cards Included in the 
Brenner agt (and accessories) Dat 
cen of ya Sef is nd empaque 
‘The flowiag lst locate ceoteationl 
wizard spells listed on War Cards and thus 
aen approved for ve ae war agi 


Soge Wl fy dd prac ip. 


^ Hallucia 


Walls: Wall of ce, wall of fire, wall of sume, wall 
of force, wall of iron, wall of thors 


Wizard Attack Spells: 

(D; Destroyed Result) Cloudkill, death fog. 

pred ic 

ic wall, prin y 

(R; Rout Result) Fireball, lightning bolt, ice 

ower word tun, power word bill. 

AF; Fall Back Result) Phantasma! fore 
phantasmal force, spectral forve, [ea 

advanced illusion, chaos, permanent Illusion. 

programmed i 


Additional Naval War Magie: Chain light- 
hing. confusion, control weather, disintegrate, 
flame arrow. gust of wind, hypnotic pattern, 
lower water, mass charm, Melf minute meteors, 
Orilahe s freezing sphere, rainbow pattern, weh 


This nt fers ward apd main al 
‘options for ny, ra creative 
player and an innovative DM can expand 
this list, making wizards even more 

effective on the hattefield, ` 
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creating new 
battle spells 
Use 


spells to which they have acess) 

When a spellcanter decides to create a new 
battle spell he starts by looking s 
spellbook. Almost any spell he already knows 
has the potential to become a battle spell hc 
Wizard fst has to figure out how to do it- 

Tor every three levels of the original spell 
(round up), the wizard must spend one month. 
{and one action) researching how it might be 
Converted into a battle spell. For example, if a 
Wizard wanted to convert the Lat-level spell 
magis mile into a battle spell, he would have 
To spend one month researching the conver- 
siom If he wanted o convert the Tre 

‘shadow monnieri. be would have to spend 
two months in research. 

After expending the required amount of 
research time, the PC wizard attempts to con- 
Vert the spell, The player rolls 1420; a roll of 
20 succede; However, the wizard has several 
ways to improve his chances j 
Sor every three levels of experience the wiz- 

ard has gained (round down), he reduces 

the required result by 1 point. 
+ For every succ roll the wizard has made 
previously on ibis spell (and failed). he 
reduces the required roll by 1 point 

(Presumably: he has learned tome- 

Pe Ted spec 
‘wizard is a specialist 
from his 


and the wel 

" school of expertise, 

— he reduces the required 
Toll by 1 point. 
> 


i 


+ The wizard can spend RP and/or GB to 
improve his roll, reducing the required. 
result by 1 point for each RP or GB spent. 
Thus an Sth-level invoker researching rain 
of magic missiles for the second time and 

2 RP to aid his attempt receives a 
honus of 6 (2« 14142) points; he therefore 
needs a roll af 14 to succeed. 

Ifthe wizard fails the conversion attempt, 
he can undergo another period of research 
and try again or simply abandon the spell as 
inconvertible, 

If the wizard succeeds in the conversion 
attempt, he has a new spell in his spellbook— 
the batile spell version of the conventional 
spell be bad before. He memorizes the spel in 
the same way, but he can cast it only in battle 
situations. The battle spells level is the same 
à that of the conventional spell from which it 
eum Tesco aaron ee 

' conventional s 

"The wizard can, if he chooses, assign the 
research to a lieutenant and then learn the spell 
from him, (This course of action might be bene- 
ficial for high-level spells that would tie up the 
‘wizard in research for many months.) The lieu- 
‘tenant's own level (not the wizards) determines 
any modifier to the conversion attempt roll, 
E the wizard may spend RP and GB on 
the lieutenant s behalf (an exception to most 
lieutenant actions). If the lieutenant success- 
{ally converts the spell, the wizard must then 
spend one action learning the spell and roll to 
See if he learned it correctly, The regent must 
Till 10 or higher on a 1020. he may improve 
Nis chances by spending GB and/or RP, 


battle spell 
details 


Card battles are played in rounds: 
ach round consists of a movement 
Phase, an attack phase, and à morale. 

phase. The effect of any battle spell occurs 
during the magical attack step of an attack 

 Majeal attacks precede al other forma 
Sf attack (stationary missile, charge, melee, 
‘moving missile) in this phase. For more infor- 
mation about War Card battles and attack 
phases, ace the "War Cards" chapter of the 
Burrssicer Rulebook. 


‘Battle spells have the same characteristics 


and details (school, range, duration, compo- 
ments, etc.) as conventional spells. When con- 
verting a conventional spell to a battle spell 
the plaver and DM must specify these details 
and rales of the spells use. 


ic School: The magic school for a battle 
spell always matches that of the conventional 
spel rom which it was converted. Thus the bat- 
tle spell charm unit and the spell from which it 
was converted, charm person, both belong to the 
enchantment/charm school of magic, (Ifa wiz- 
ard wants to create a brand-new battle spell. he 
must first create a conventional version afi.) 


Range: All battle spells, unless improved upon. 
(Gee "Further Modifications.” below), have the 
same range: They can be cast on unite in the 
same battlefield square as the caster, or in one 
adjacent square 


Components: Battle spells use the same com- 
ponents as their conventional counterparts, but 
‘nay in larger quantities. Material components 
gre usally multiplied 10 to 100 times In mumy- 
ber—a battle spell based on Melfyacid amom, for 
ample, would require 50 to 100 darts, dozens 


‘of rhubarb leaves, and many adders’ stomachs. 
‘Asa general rale (with the exception of conven- 
onal spells that have expensive components to 
begin with), the components of a battle spell 
cost 1 to 4 GB and weigh between 50 and 100 
bates ride in “spell wagons” similar to battle 


Verbal and somatic components are some- 
times multiplied. sometimes not. If the DM (or 
the player) chooses, apprentices or other wiz- 
ards may be required for the casting of compli- 
cated spells. For example, hold undead unit 
{converted from hold undead) has verbal, 
sera sd nte components The wizard 
casting the spell might need three apprentices 
handy to spread the garlic and sulphur over the 
area and one other assistant to yell out certain 
verbal components while the caster himself per- 
forms the gestures necessary, This detail is 
entirely up to the DM and the player. 


Duration: Few battle spalis lant very ong: The 
duration of a battle spell usually relates to the 
duration of the conventional version of the spell 


a nore for dungeon 
masters: battlé spells 
and game balance 


iari une reich pda pe 
researching 
Tebecomer abate spell oniy when the DM. 
ami Mot DN wl ia 
cht rope an ides for a 
Rie time out fo research and this 
le— the rationale 


is accepi 
Being that the wizard would know which 
spelt could amd could not he converted, 
However, vore DMs may choose to have 
PC wud research the wel and hen ede 
Whether itis appropriate or not. This timing 
‘ould siart some arguments around the table, 
Dut it, too, s realistic anti the research i 
finished, the wizard 


CER 


bri unexpected results: the DM, 
‘awh eee e Spon oto t 


"by Yo ense tat ws aloes donk at 
‘Rune pn bce i pect he Bt 
fae abel pate = pina 


the DM stool explain tht something tbo | 
the mature ofthe spell is causing resistance — 
"E needed Map wet torts 
men trud mor conv 
tional spells listed fn the. 


"HB can be 
Nerted into battle spell. Some spells from the 
Tome of Magic accessory also can be con- 

that book even contains spells 
äta work daring bates and are 


oie to he ponere 
are supposed to i 
erae Pares as are re ead and hy 
sre mat chy are us 
preesse Eo iA 
Spon pane balanss shoul nn beat 
iat vey en or Tor ery loge La PE 
fomes up with an iaventive, but Sceptsble 
spell Tte Sever battles for wale 
‘eed get stood future cogngemcstn 
may very well encounter other wizards cast. 
"og similar magis fom the other side. 


oa 


‘Usually, the duration is cither instantaneous 
or one War Card round per level of the 
caster—under wo circumstances should the 
duration be longer than the duration of the 
conventional spell. The choice is up to the 
DM, and he should use the examples of new 
battle spells (see below) as a guide. 

Ifa spell has a duration of one War Card 
round, its effects begin during the magical 
attack step of the attack phase and last until 
the start of the next round's attack phase. (In. 
other words, they last through the remaining 
steps of the current attack phase, through the 
current round's morale phase, and through the 
next round’s movement phase.) 


Casting Time: War Card rounds are actually 
{acy long, I the conventional version ofa spell 
required fess than one combat round of casting 
time; then the battle spell equivalent takes one 
artc phase oct. Conventional pl cai 
times of onc tur or les convert to three atac 
phases. Conventional spells that take longer 
‘han one lum to cast cannot usually he let loose 
tn the battlefield without special preparations. 
‘Agus the DM makes the fina cal 

"A casting time of one attack phase means 
Mat the spell takes effect during the magical 
attack sep in which it was cast A casting tie 
of two attack phases means the spell takes 
eflect in the attack phase of the following 
found, and soon 


Area of Effect: As a default, battle spells either 
affect one target arca on the battlefield, or one 
"unit This may be improved (see "Further Modi- 
fication,” below) at the DMs discretion 


battle spells and 
individuals 


When a battle spell affects an individual (a 
PC or an NPC) accompanying a target 


‘Seaton version of the spell Thus a rain, 
Pex miter D A LOA D A| 
Vedi sie a PC he unit 
Tit were à normal m fe spell: the 
PC suffers 30475 points of damage: while 
the unit saliers 2 


‘Spel duran isthe ony eseplium to 
this uideline. The efectos nic op on 


Throw: Most battle spells do not allow 
saving throws for units, However, sume re 

one i would be hardly fair; for example, for a 
charm unis spell o automatically affect a unit, 
When the charm person spell doesn't automati- 
ally work on an individual, Use the following 
‘chart to determine saving throws for unit types: 


Unit ‘Type Saving Throw 
Levies, Irregulars, 
Weak Monsters (1-3 Hit Dice) — 17 


Infantry, Pikemen, Spearmen, 
Mercenary Infantry, 
Average Monsters (4-8 Hit Dice) 16. 


Archers, Artillery, Cavalry, 
Mercenary Cavalry Elite 

Infantry, Scouts, Elf Units, 

Tough Monsters (9+ Hit Dice) — 15 


Knights, Dwarf Units “4 


Most units can fit somewhere into this chart, 
Not all units will 
troops; while a hu 
comprises 200 individuals, a "unit" of tough 
monsters, for example, may consist of 10 
storm gants. 

The DM may choose to modify a units sav- 
ing throw based on terrain, current morale, or 
other factors, I a unit males is saving throw, 
the effect of the spell may be negated or less- 
ened- depending on the description of the 
spell. Not all battle spells allow anit saving 
throws. PCs and NPCs accompanying units 
save individually if the conventional spell 
allows a saving throw. 


Spell Description: The battle spell descrip- 
tion should be similar to the conventional ver 
Sion, adapted for usc with War Cards (Armor 
Class adjustments become defense rating 
Sdjustments, die roli modifiers become melee 
x miso rating modifiers, and soon). 

Most spells originally intended to affect 
large arcas or numbers of people wil continue 
Seve shes converted pelly ora 

lesigned to affect one target will, as battle 
Spells usually have a smaller effect spread 
mong ihe entire unit. 


off the battlefield 


Battle spells are not intended for use aff the 
battlefield. Casting them usually requires a lot 
‘of time, many components, and even assis- 
ants therefore rendering them ill-suited for 
individual encounce 


an adventuring party 
verns of Baruk-Azhik 
and discovers unit o 200 oro? Or finds 
itself in a life-and-death struggle at sea 
Kraken (a "uit of tough moter a by inc 
Can the party's wizards use a battle spell tben? 

1n cases like these, the definitions of a "bat- 
tle" and battlefield are up to the DM, If he 
deems the use of a battle spell appropriate duc 
to the foe's size, number. or other factor, then 
PCs may cast such spells (the DM will deter- 
mine the number of combat rounds needed for 
casting and other details that require adjust- 
ment), If the DM rules use of a battle spell 
inappropriate, PC» must win their fight with. 
conventional spells 

Most wizards memorize only conventional. 
spells (or day-to-day use. They usually have 
enough advance notice before a war to memo- 
ize battle spells for when they will be needed. 


further modifications 


Once. 


battle spell has been created, the 
process need not end there. By further 
ching a battle spell. its eflectiveness can 
‘be improved. The research time is the same: ope 
month for every three levels of the spell involved. 
‘The success number is also the same—s 20 on. 
1420, with modifiers for RP, GB, and specializa- 
tion. Modifiers for levels of caster experience 
also apply, but in this instance the required soll 
drops 1 point for sach level ol experience. How- 
ever, instead of rolling to see whether the con- 
version is successful, the wizard checks his sac- 
cess at attempting to modify one aspect of an 
existing battle s 

For example, the range of rab of magie mit- 
siles is one battlefield square. A wizard might 
spend one month and some RP or GB to try to. 
increase the range to two squares. With the. 
DM's approval, this improvement can be made. 

‘Other aspects of the spell might be changed 
as well, Casting time can be shortened (usu- 


ally one attack phase at a time to à minimum 
of one attack phase). area of effect expanded 
spells that affect more than three indi- 
‘vidual units or three squares ata time are not 
recommended), or duration extended, 

For example, a spellcaster with enchanted 
weapons might want to change the spell from. 
giving his target unit «1 melee or +1 missile 
Attacks to giving the unit «1 on both. Thats a 
‘one-increment change. Changing the spell 
from a +1 on either melee or missile attacks to 
232 on one or the other would also be a one- 
increment change. 

Improvements always must be made one 
step at a time. For example. the range of rain 
of magic missiles could not jump from one 

three squares in a single attempt, 

Je aspect of a spell should not be 
‘changed by more than three increments 

Other effects also may be modified. A wiz- 

to adjust a spell to make it 

in naval warfare or particular 

terrain, or change its area of effect from indi- 

viduals to inanimate objects. For example, a 

spellcaster could improve stoneskinned army 

for naval use to increase the defense ratings of. 
both the units aboard and the ship itself, 

PCs should exercise restraint in the total 
number of changes made, Yes, a wizard can 
increase a spells range three limes, improve 
the damage three increments, and expand the 
area of effect three times- but that really 
pushes the limit, Ata certain point, the DM 
has to say “enough” and tell the wizard he has 
gone as far as he can go. 


sample 
battle spells 


‘The following battle spells have been con- 
verted from conventional spells already 
RS eee 
DORT 

ples for ‘and DMs who 
eed 

Sts new name followed hy 
Seo 

CE. 
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charm unit 
Charm Peson 
{Enchantmenhacm) 


Spell Level: Ist 

Range: | square 

Components: V.S. 

Dutton 1 War Card ound levels 
'asting Time: 1 attack phase 

Ares of Elect Von 

Saving Throw: Negates ~- 


This spell affects any unit composed primarily 
of humanoids normally affected by the Tst- 
level spell charm person. The unit receives a 
saving throw to resist the effect completely. If 
‘the unit fails, then enough of the individuals in 


the unit fall under the casting wizard's control 
that the unit obeys the caters commands 
‘until the duration elapses: = 

"The caster must be within onë battlefield 
‘square ofthe unit at all times: Or have some other 


‘bay to give the unit orders (verbal or otherwise) 
from a greater distance. The charmed uni will 


throw at a #4 bonus. lf the unit 
fails to save, it does what the caster wishes, 
Orders such as "withdraw from the battle” or 


"move to that empty afea® seldom cause resis- 
tance, The unit wil actin its own interests when. 
attacked. ji 


This spell creates a rain of missiles arcing from 
the caster’ position and striking enemy units 
fon the field of hatte. The rain of magic missiles 
inflicts 1 hit (H) on the target unit for every 
Six levels of the caster. 

If the target unit ix engaged with one or 
more other units (whether enemy or friendly), 


get unit, the DM randomly determines the 
Sictim of the second hit. 

«+ The target takes the third hit, 

‘ The engaged unit takes the fourth hit, and 


Te to this method of alternating 
bits occurs when the casting wizard is physically 
within a unit engaged with the target, In such an 
instance, the wizard sumit will not suffer any 
‘damage from the spell The caster may choose 
to deliver fewer hits than his level allows. 

"The casting wizard must have at least onc 
assistant per barrage of missiles (in other 
‘words. per hit) 


glittering shower 
Glitterdust 
(Conjuration Summoning) 


Spell Level: 2nd 


A x 


E 
A shovar of alittering soli apatia 
gins down upon the hai j 
affected square mast make saving t 

vs spell or be blinded and covered in golden. 
ust for 14451 War Card finimde, Affected 
units take a 4 penalty toll future saving 
throws and tose 1 poin oftheir attack and 

fence ratings. A 

n addition. if a blinded unit is ordered to 
move. the DM rolls 148. On a 1-4 result. the 
"unit moves in a randomly determined direc- 
ton (Iefarvard 2elefy Saigh, dabach). On. 
355-6 result, the unit moves randomly (the 
DM rolls 144) d takes 1 hit (HY because a 
significant portion of it force wanders off in 
Wrong directions (a unit can be destroyed in 
this manner). On d 7-8 result, the unit su- 
entull moves as ordered. 


Burning globes of fire roll from the caster’s 
position into a battle square. Beginning on. 
the following attack phase, every uniti — 
friendly or not—in the square takes one hit 
(R) and is routed. The caster himself can 
stay within the area of effect and remain 
unharmed (as can a few other people of the. 
caster's selection, as long as they stay within. 
10 feet of the caster) 

‘The caster can move the rolling fire balls 
along the battlefield at a tate of one square per 
attack phase-as long as he stays within one 
square of the fire balls at all times, Once in 
motion, the balle cannot change direction. The. 
bulls are not affected by terrain and do not 
damage fortifications 

The caster must employ two assistants who 
spend the duration of the spell burning sul- 
bur and tallow, and casting iron powder into, 
the conflagration, At least 1 GB worth of 
materials goes into the mix. 


flying troops 
Fly e 


(Alteration) 


Range: 1 square 
Components; V, S 

Duration: 1 War Car roand/evel. 
Casting Time: 1 attack phase 
Area of Effect: 1 unit. 

Saving Throw: None 


This spall enables the wizard to bestow the 
power of fight on one military unit for the 
tht of tbe pt The unit can move ver 
cally horizontally, but al individual troops 
‘ust stay within a reasonable distance of the 
entero the spell Tais i not a problem in 
Sost cases, but any War Cani or ether renuit 


‘that causes a unit to fall back (F) also - 
pac hit (H) on the unit—meaning that enough 
‘of the forces individuals strayed 


out ofthe area 


‘of effect to fall from the sky. Note: This result 
docs not occur if the flying unit is actually on 
the ground at the time the (F) result occurs. 
‘The unit may fly above the battlefield at a 
relative range of two combat squares—s0 a 
unit could actually ly above the range of mis- 
sile fire from the ground However, the unit 
can stil fire down upon units directly below it 

{in the same area, but actually below) as a 
moving missile attack, The ying uit o 
area or higher above the battlefield, cannot 
fire at units itis not directly over, 

‘A flying unit that is at least one "square" up 
can fly over most terrain (magical terrains 
might cause some problems, but only if they 
Extend up into the air), and a flying unit at wo 
“squares” in elevation can actually pass over, 
or land inside, a fortification. 

The units movement rating is unchanged— 
cavalry units affected hy the spell move faster 
than marching units 

The material component of the spell is 
wing feather of any bird—one such feather 
must be in the possession of each member of 
the unit to be affected for the spell to succeed. 
"The feather can be held or 
in a belt pouch or any other 
location: loss ofthe feather 
after the spell has been cast means 
hat individual can no longer fly. 


monster unit 


summoning 1 
Monster Sieamonig 


Sa M 


i 
Í 
: 
1 


‘one square of the summoned unit or the crez- 
tures will disperse on their own. 

"The monster unit has variable characteristics 
(DM's option) but usually comprises creatures 
of 1 Hit Die or less (rats, squirrels, goblins, 
otters, piranha, barracuda, ete) with no special 
attacks or defenses, The unit could, however, 
‘comprise a smaller number of larger creatures. 

The unit functions as a levy and almost 
always has an uninjured movement rating of 1, 
a melee rating of 2, a defense rating of 2, and a 
‘missile rating of 0, To determine the unit's 
morale and icon, the DM draws a random War 
Card to represent the unit on the battlefield. 

nit fst it, the unit loses point of ie 
melee rating, On its second hit. it loses 1 point 
of defense, 

At least four nonwizatdl assistants (usually 
O-level fighters) are required to lead these 
troops, (If the troops are destroyed, the assis- 
tants die, too.) Atleast 1 GB worth of material 
components are required. 


slow unit 
slow 
[m 


Spell Level: rd 
Range: 1 square 
Components: V, S, M 
Duration; 3 Ward Card rounds + 1 round/3 
levels 
Casting Time: 1 attack phase 
‘Area of Effect: 1 unit 
Throw: Negates 

Slow unit causes one unit on the battlefield to 
move at half speed. The unit moves at hal its 
normal movement rating (units with a rating 
of 1 move every other round) and can attack 
only once every other attack phase, This spel 
counteracts baste-type battle spells. 

The caster's "assistants" must lob jars of 
molasses at the target uni for the spell to work. 


aura of 


invulnerabili 


Minor Globe of Invulnerability 
(Abjuration) 


Casting Time: 1 attack phase 
Area of Ellect 1 square 
Saving Throw: None. 


When this spell is cast on a battlefield square 
by a wizard in that square, no Ist-, 2nd-, or 
Srd-level spells (or battle spells derived from 
spells of those levels) can be cast into or out of 
the aura. Spells cast from inside the aura can 
affect individuals or units inside the area of 
‘effect, but cannot leave the aura Existing spell 
effects that cross into or out of the aura (such 


conventional version of this spell. 
The caster must have at least four ass 
tants~all either magicians or wizards- who. 
shatter identical crystal lobes at the borders 
of he ares of tiec slmaleancously. The 
are of such high workmanship that they 
costa total of 2 GB to produce. 
‘Once the spell is cast, the wizard can leave 
and re-enter the aura without disrupting 
the spell 


enchanted weapons 


Enchanted 
(Enchantment) 


ion: 


Durat 
Casing Time: 3 atack phases 
‘Area of Effect: 1 units weapons 
Saving Throw: None 


‘The weapons borne by a single unit are tem- 
porarily enchanted into magical weapons, The 
unit receives a +1 bonus on either its melee or 
missile rating (not both) for the duration of 
the spell. Unlike the conventional version of 
this spell, enchanted weapon, the effect is not 
dispelled when the unit successfully hits a tar- 


-—— 


sroneskinned army 
Seven 
[rom 


Spell Level: th 
Range: 0 
Components: V.S, M 
Duration: 


Special 
Time: 1 attack phase 
Area of Effect 1 square 
Saving Throw: None. 


The unit upon which this spell is cast receives 
‘4 magical armor bonus. It ignores one success- 
ful hit (R or H) for every four levels (round 
down) of the caster. For example, if a 13th- 
level wizard casts stoneskinned army on a unit, 
‘that unit will ignore three hits. The spell does 
not work against magical attacks or attacks by 
units with magical weapons (such as a unit. 
under the effect of the enchanted weapons 
Spell). It has no effect on morale failures or 
na-hit results though if the unit ignores hits 
caused by an (R) result, the unit does not rout. 

The easter must be in the same square as the. 
tun when the spell is cast, and his assistants (at 
least six nonspellcasters are required) must. 


pass through the unit, sprinkling grante flakes 


and diamond dust on cach troop. (The flakes 
‘and dust should be worth a total of 2 GB.) The 
spell annot be cast on engaged units. 
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animate army 
Animate Dead. 


"This grocsome spell allows a wizard to revive a 
destroyed unit and send it back into action 
"under the wizard's control, The wizard must 
stand within one square of the destroyed unit 
‘when casting the spell, but need not be near his 
undead creations while they fight for his cause. 
The revived unit comes complete with 
weapons, armor, and any other equipment the 
troops had when they died (assuming they 
have not already been looted). The undead 
obey the caster without question, even if they 
‘were on the other side of the battle previously, 
‘The unit has the same characteristics as it did 
in life (use the same War Card), with the fol- 
owing modifications: 
* The unit ignores all F and R results except 
those caused by magical attacks. 
‘+ The unit's defense rating is increased by 1, 
3 The unit's charge rating is reduced by 2; i 
reduced to 0 or ower the unit cannot charge. 
+ The unit has the morale symbols of the 
"Undead Legion” War Card (card #86 in 
the basic set). 


When the battle ends, the unit sinks to the 
ground, its energy gone, The troops will then 
decompose quickly, making it impossible to 
‘cast this spell on the same unit twice. If the unit 
is destroyed in bate, it cannot be raised again. 
“This spell is usually considered evil in 
natare, and only evil wizards will provide the 
Blood and bone chips required to cast the 
spell. On occasionshowever, good wizards 


Berea te pat ptr del dc 
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shodow troops 
‘Shadow Monsters 
(Illusion/Phantasm). 


Tapping into he power of he Shadow World 
the wiran or magician casting this spell cone 
lare terrible monsters to come forth and do 
leon the world of Cerin oe that what it 
looks lke, In reality, the shadow troopr are 
almost always illusions (see below). In land 
battles they appear on the battlefield: at sea 
they can appear aboad a ship or rise up out of 
Me water, They fight a» regular troops wr 
dispelled, successfully disbelleved. or 
destroyed. Their statistics are as follows 
Move: 3 Melee: 
Mom pennant 3 
1 3 
Teen: swords 


The shadow troops do not lone effectiveness 
when hitin hate, but two ite are sufcent 
to estoy them 

Shadow tops can e disbelieved by PCs or 
prominent NPC leaders ony H they are ibe. 
Reed) the dsbeeing character must make a 
saving throw ve: apeli at a3 penay 1o have 
hance a ape them. 

Whenever shadow troops are created, the 
DM rolls 14100. he rel i lev han or 
gual to 25 minus the casters level or exam 
ple, a rol of 20 for a 3th-level caster) the 
froope are not illusory, they are veal, Real 
troops have used the magical energy ofthe 
"illusion" to bridge the gap between the 
Shadow Word and Corie” dad they do het 
disappear when the spells duration ends. 
Intend, they begin attacking randomly, or 
‘tacking units nearest the cann Tey cn be 
fetare tothe Shadow Word oniy by means 
Of aliited mish, wish, pate, or dimension doo 
SOM (nad a bones ta cree ep tir 
Te moyed throu the opening somehow) 
Exch veal troop is 2 1-HD monster r an 
sndendsteature of 5 HD or len. 


wolf in the fold 


This spell allows a wizard to transform the 
appearance of one unit into that of a com- 
pletely diferent unit. The spell lasts for one 
War Card round per level of the caster, or 
"inl the unit performs an action inconsistent 
ith its new form. An infantry unit transe 
formed to appear as a cavalry unit could walk 
or run (the cavalry unit would simply appear 
to move slowly), but if a cavalry unit din- 
fuised as infantry began a charge that would 
dispel the effect. 

‘The DM should replace the War Card of 
the affected unit with an appropriate equiva- 
lent from the deck. Naturally most nplicasi 
ers will want to throw this magic on units 
that have nat been revealed yet or are in 
reserver. (There is obviously something going 
Pn when a uit of archers suddenly turns into 
x horde of monsters right there on the battle- 
Field) DM» should keep the real War Card 
separate and use its statistics when the wolf 
in e fold troops engage. 

‘The wizard and three apelcater assistants 
most pass throogh the unit while the spell ie 
Being ast, making gestures and invoking the 
power ol the spell 
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-1 bave a proposition for you, Gunther: This 
meni wil cat a spell on your silver mi 
rale production by midreroner you will 
Bave mor silver than the guild has ever seen: 
And what do 1 ask in retur? A mere third of be 
profit incre” 
“overheard on he docks of a Brecht port 
GA QU SE ue 

he following is a comprehensive list of 

izard realm spells organized by caster 

level. For a list organized by required 
source level, see page 83. 


1st-level caster 
alchemy 


(Alteration) 


Regency, Special 
Gold: Y GB. 
Required Source: 3 
Duration: Permanent 


A mage can create wealth by spending 
Regency Points to transform worthless sub- 
stances into valuables, For each 4 RP the 
mage spends, he generates 1 Gold Bar of 
‘wealth. The effect is instantaneous at the con- 
Chision of the spell. Alchemy can be cast only 
‘once per domain turn. The materials and com- 
ponents for the spell cost 1 GB. 


h 
j 


—. 4 
8 


Mer 


Skos ate 


dispel realm magic 


(Abjuration) 


This spell allows a mage regent to counter the 
‘Hier ot any otber realon pel in the same man- 
er that a dispel magie works against routine 


realm 


determine whether the dispel is successful, Dis- 
pel realm magic can even cancel the alternative 
"as ofthis spell described below: 

‘Dispel realm magic can be cast upon dl 
province to protect t from possible realm spells. 
Tn this use. the protection lasts one domain turn 
(effectively, three action rounds) per three levels 
‘of the caster, The RP expenditure determines 


spread of effects such as death plague, but it 
does not prevent a conjured or animated army 
from entering the province and it docs nol. 
went casting of conventional (nonrealm) xp 


scry 
(Divination) 
y: Special 
TGB 
Required Source: 1 
Duration: Instantaneous 


spell allows a wizard to peer outside his 


Cost varies with the distance of the target 
province from the caste s own domain. The 


Spell costs 5 RP plas 3 RP for each province of 


separation; spying on a province five areas away 
from the wizards domain costs 20 RP. 

Only the information-gathering aspect of 
espionage may be used: the wizard can't ere- 
ate random events or rescue people. f the tar- 
get of the sery spell is a wizard, he may spend 
RP against the caster to try to make the spell 
fail, Otherwise, it is automatically successful. 


subversion 
(Enchantment/Charm) 


Regency; Special 
Gold: Gh 

Required Source: 1 
Duration: 1 action round 


By employing a magical campaign of charms 
and nugesion a wizard can fore one bal 
ing, province, army. or leutenanc heoegiag to 
another repent (o tke a domain or free action 
(regardless of whether such assets normally. 
ay take ations). He could force a group of 
military units to declare war and invade 
Ceiling land he could use a balding to 
antes or aiat: or ho could instigate aont 
any kind of 

ipte d to one discrete in 
and it wil affect a target regent regardless of 
whether he has already performed an action in 
ASIN RD per leve of holing: 

"A conto 3 RP per level of holding, province, 
or character level of a ewtenaot i required to 
Seivert i a cont of RI per army unite 
equted, The vt vegene may bid RP agaimt 
the casting wizard to negate the effects The 
ind can af ourme, send RP wo help the 
Spel succeed The opponent who spends more 
regency contrals whether the spell Succeeds 


and-level caster 
battle fu 


(Enchantment/Charm) 


Regency: 1 RP/unit 
Gold: 1 GB/unit 
Required Source: 2 
Duration: 3 action rounds 


Battle fury, by inspiring military troops to fight 
passionately with little regard for personal 
Safety, improves the movement rating. melee 
Tating. and charge rating of one War Card unit 


by 1 point. [n the process, however, it 
decreases a unit's defense rating by 1 point. 
For example, a unit with movement rating of 
1. melee rating of 3, charge rating of 5, and 
defense rating of 4 would be altered to ratings 
92, 4, 6, and 3, respectively. 

A wizard may affect two units per experience 
level. Units to be affected must he in the same 
[province as the caster or in a province contain- 
ing ley line owned by the caster (regardless of 
‘whether it connects to the source in use). 


coffer credit 
(Conjuration/Summoning} 


| RP per 4 GB borrowed 
i: TGB 

Required Source: 2 

Duration: Special 


A wizard in desperate need of fands may cast 
this spell to borrow money from future income. 

Aer saint thi spell, de desired amount of 
‘wealth magically appears in the regents trea- 
sary. A wizard may borrow 2 Gold Bars per 
ler rom his future capital, but the fund, 
munt be repaid at a randomly determined 

in the future, 

After the wealth appears, the wizard need 
npt repay any fund or nis action rounds: 
After the sixth action round, however, the DM 
rolls 1412 four times (rerolling any duplicate 
results) to determine the repayment schedule 
‘One-fourth of the amount borrowed must be 
repaid on each action round rolled: thus, i the 
wizard borrowed 9 GB and the DM rolled a 2. 
5,7, and 11, the wizard would repay 3 GB on 
the second action round, 2 GB on the sixth, 2 
GB on the seventh. and 2 GI on the eleventh, 
The DM need not inform the player 
when the money will be due; he may V 
imply announce that che appropri — 
ste number of Gold Bars dip. — 
pears from the treasury: MO 

ithe wizard borrows 10 
GB or more, be must pay 
Interest on the bor- 
rowed funds. One Pm 
Gold Baris 


Èn 


= Ls 


10 Gold Bars borrowed (rounded down). The 
interest is added to the total owed for the pur- 
poses of dividing payments. 

Tf the wizard treasury is empty at the time 
payments come due, the money owed is auto- 

‘deducted from any income the charac- 

er later acquires. If the wizard discovers trea- 
sure while on an adventure, any overdue money 
eed immediately disappear rom his share 
When the wizard collects taxes, any delinquent. 
funds immediately disappear from the total 

"A wizard may cast this spell on anothe 
individual's behalf. The caster may use this 
pell any number of times, but the furure debe 
incur could conceivably bring him to finan- 
cial disaster. 


detect ley line 
(Divination) 


agen 
i - 
equied Source: 1 
Ditto: Instantaneous 


Binal pel enables a wizard oer e 
jocations of all ley lines passing through a 
fen provine The wan may examine ley 
fines in two provinces per experience level, 
has a Sl level caster may learn the locations 
of alley lines in 10 provinces. The provinces 
T eed not be adjacent 
To activate the spel the wizard must spend at 
least one week visting the manifestation of one 
‘of his sources, During that time, the mage draw 
f he Dest fa) aap ie aren 
to examine. He may bring ay sketches, 
BC swings, or notes o asc Mem D the map 
must be drawn on a specially created sheet of 
parchment using particular inks and quills, The 
Provinces to be examined are then highlighted 
San ink containing powdered sicbhegh. 
"The spell must he cast inthe province con- 
ining the manifestation the wizard vised 
o prepare the map. When the casting i2 
competed, the map mast le undi 
urbe, Magical energy then perma- 
meolly etches ihe various ley lines 


into the map. The etched lines 
do not indicate the owner of 

the ley lincs, and ancient 

\ ley lines are displayed 
‘alongside those 

of contemporary 

creation. 
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yA RP/anit 
poses 

d Source: 2 
Duration: 3 action rounds 
Similar to the bate fary realm spell inflame can 
be cast to add 2 points to the charge or melee 
rating of a War Card unit, For infame. 
i ‘an orog infantry unit with a melee 
rating of 3, that score would be raised to 5 


"The caster chooses the statistic he wishes to 
affect at the time of casting. He may affect 
feo units per level of experience, Units to he 
affected must be in the same province as the 
Easter or in a province containing a ley line 
controlled by the caster (regardless af whether 
ir connects to the source in use). 


coyal facade 


(Alteration) 


y 2RP 
Gold: Special 
Required Source: 2 
Duration: Special 


‘This realm spel, employed by the wealthiest of 
wizards, transforms an existing castle, tower, for- 
tification. or bulding of virtually any kind into an 
saemetic marvel, A palace might be transformed 
to look as if t were built entirely of shimmering 
Crystals, a castle might be altered to look like 
‘solid gold, a tower might be changed to look as i 
fewer built of alternating blocks of jade and 
oral, or a fortress might o appear to 
be made of jagged shards of obsidian 

The transformation will likely reflect the 
taste and personality of the caster, A facade 
created by an elf wizard will probably look 
Very different from one created by a Vos; an 
SA wizard might use the spell to give his 
tower a frightening appearance, 

"The spell does not affect the perceived size 
or configuration of the structure, only the 
material from which it appears to be built. 
Structures influenced by this spell also benefit 
from enhanced strength; they are treated as 
thick teme for all purposes (unless the bi 
ng is crafted of a better material, in which 
‘case the better value prevails). 

"The facade also lends a bonus to court cost 
expenditures, Structures affected by royal 
facade are automatically treated as one level 
jigher than the actual court maintenance 


‘pent on thems thus, a regent whose castle has 
4 royal facade and who spends 3 GB for an 

Soari receives the benefits of an 
average court (as if he spent 6 GB). A regent 
whose castle is affected by royal facade also 
gains a +L bonus to diplomacy actions 
Attempted within the structure. 

Tf cast on another's behalf, transforming the 
structure costs an amount equal to the original 
construction of the building: thus, a castle 
Costing 30 Gold Bars would cost another 30 
GB to affect with this spe. A wizard casting 
royal facade on his own structure pays one-half 
the original cost—15 GB forthe 30GB castle 

pA Bilding acid by bis pl san be ass 
pied normali the dwelling is equally as beaut 
ide and out The enchantment is permanent if 
placed upon an existing permanent tecture, 
placed upon a bulding created by the tomo 
realm spell, the royal cade lass three action 
‘ound per level of the casting wizard. 


trace ley line 


(Divination) 
Regency: 1 RP 
Gold: 1 GB 


Required Source: 1 
‘Duration; Instantaneous 


This spell functions in all respects like the detect 
ley line realm spel, with one important differ- 
cse! When the wizard eaten a map of the 
ends to study. he marks any portion 
afany single ley line he knows to exist Upon 
Eating the spel, insten of etching aly tes 
inthe Vicinity, the magic etches the entire length 
ofthe cated ey ie 
rovinces per caster level. The magic maps all 
Rakapa ad benda in he idt key lt 
"Ihe wizard must cast the spell in the same 
province as the manifestation he visits to cre 
the map, but he may trace a ley line any- 
here on that map regales of size. 


3cd-level caster 


demagogue 
(EnchantmeiChám) 
Regency: Special 

Gold: GR 

Required Source: 3 
Duration: Special 


This pervasive, subtle charm plays upon the 
fears and loyalties of a province, influencing 
the attitudes of its people toward its ruler. For 
each 5 RP a wizard spends, he improves or 
worsens the loyalty grade of a province by one 
step. At 3ed level, he can affect one province: 
for every two levels beyond the 3rd, ho can 
affect one additional province (in other words, 
two provinces at 5th level, three at 7th level, 
and zo on). The change in loyalty occurs dure 
ing the adjustment phase of the domain turn. 
"The wizard must pay 5 RP for each grade of. 
loyalty affected in each province; casting A sta- 
ble kingdom to rebellion could be very cost 
Tre sev fray lee canbe sliced 
various events. 


ley ti 
pia 


Regency: Mine 
Gold: 1GB 

Required Source: 3 
‘Duration: 12 action rounds 


Ley trap is designed to harm wizards wh 

to deactivute,sunder, or otherwise tamper 

an affected ley line. The spell affects one ley. 
line (regardless of length) and all associated 
hook-ups. The caster is immune to the harmful. 
effects of the spell and may use the ley line at 
will, A wizard may cast this spell aly on his 
‘own ley lines; he may not secretly cast ley trap 


‘oman enemy lines as a "nurprise.” 
A wizard who tampera with a trapped ley 
line ia allowed a saving throw v e 


preste ad saper ty byt eda 
ering attempt worka. Falla indicate 
"rap disrupts the wizard spel the 
attempt ite and he sulfers 16 pots 
ge multiplied by the level of the highest 
Source on the line thus, in th case of a ey 
tine connected to a source (3), the vici 
would suflar 346 point al damage 

‘Only cac lo ep spl may be cast on asin 
the ley line a one tine, But upto s ine. 
ay be affected witha itle spe. 


y line 


powerful enchantment hides any or all 
lines belonging to the. wizard. No 
method of location, including detect ley ine. 
And trace ley line, will reveal ley lines con- 
ealed by this spell. Ley lines are not hidden 
from the caster. 

‘A wizard may cast this spell on behalf of 
‘another wizard: in that event all of the target wiz- 
ads ley lines are rendered undetectable to ever 
‘one but the caster and the owner oí the ley lines. 


mass destruction 
{IavocstionEvocation) 


Regency: 10 RP/unit 
ín 

Required Source: 5 

Duration: Instantancous 


"This spell can slay hundreds. 
vo enemies with a single awe- 
some barrage of devastating fire, 
lightning, ice, energy, or poisonous 
1 vapor (wizards choice]. The mage can 
affect one enemy unit plus one unit per three 


ah Tibvlesel caster three, and so on. The 
Seer SE 
p the wizard who casts the spell, Each unit 


affected costa the wizard 10 RP. Each 
target unit may attempt a morale check 
to lessen the effect: if it passes the check, 
i the unit suffers only one hit of damage. 
Mau destruction causes some coincidental 


leases the province in which the spell 
e "war cast. the pell i lost 


Regency: 5 RP/unit 
Gold: 2 GB/onit 

Required Source: 3 
Duration: 1 month « 1 week/caster level 


Using a powerful variation of the mønster. 
‘ine wt rene a ary of mo 


‘serous "ta do his bidding. Each sum- 
moned unit costs the mage 5 Points. 
He can summon one unit for each three expe- 


rience levels (one at 3rd, two at 6th, three at 

Shand 0 on), ead se 

iroop that appear depend on the wiz- 
below: 


level Troops 
3. Goblin Skirmishers 

4-6. Gnoll Marauders or Goblin Wolfridee 
7-9 Goblin Guards or Gnoll Infantry 

l0. Stonecrown Ogres 


When the spell ends, the province in which 
the monsters disband automatically suffers a 
monsters or brigandage random event, 


transport 


Transport allows a mage regent to instantly 
mave tops from one province to another 
SET a ai opr te pode A 

dese una ore ee protine i 
SESS regardless of arm. Ui a be 
moved oniy between provinces in which the 
mage has 2 magical source or ley line. Each 
wit to be moved con 4 RP. 

Because this spell ie instantaneous, the 
affected unt ate gible to move during any 
War Moves following the action round in 
eris. spel is cast. 

"Ths spell can be used on unwilling units, 
but te regency cost doubles to 8 RP per unit. 


4th-level caster 
gold rush 


(Conjuration/Summoning) 


Regency: 10 RP 
Gold: 1GB 

Required Source: 2 
Duration: Special 


Gold rush increases productivity in an entire 
domain (including provinces. guilds, and tem- 
ples). The result is à 50% increase in taxes in 
the next domain tur following the casting of 
the spell, The regent determines his tax rate 
and rolls for collected taxes normally, then. 
ade 50% (rounded p) wo the imber of Cold 
Bars collected. 

This spell may be used only once in a nine 
month period. 


protect source 


(Abjuration) 


Regency: 1 RP/scurce level 
Gold: 1 GB/xouree level 
Required Source) 1 
Duration: Permanent 


A wizard may protect his sources from da 
ing affecta such an deplete mebbaighl and 
siphon mebhaighl with this spell. In addition, 
the source gains a saving throw vs. the potion 
source spell} saving throw vx. spell is made at 
the level of the source. For example, a so 
(7) would save as a 7th-level wizard. Success 
prevents the poisoning: failure means that the 
protect source abjuration is dispelled and the 
Poison js successful. Also, manifestations of 
the source gain the benefit of being sur- 
rounded by a wall of force. 

The spell costi 1 RP and 1 GB per level of 
the source to be protected; thus a wizard must 
spend 4 RP and 4 GB to protect a source (4). 

A further benefit of this spell allows a wizard 
to "bank" Regency Points in a source. The 
Regency Points may then be used to bid 
actions (such as contest or rule) that would 
harm the source. If several sources are con- 
nected by ley lines, any source on the line may 
draw from this RP pool to defend itself A wiz- 
ard may add RP to this bank any time during the 
spells duration. If the protest source spell is ever 
canceled, any banked RP revert (o the caster. 

The spell is permanent unless removed with 2 


limited wish or wish. The death of the caster also 
‘cancels the spell. If control of the source is trans- 
ferred to another individual, the source rolls a 
saving throw vs. spell as a wizard of the new 
Tegent's level. Success indicates that the spell 
remains intact: failure means the spell is canceled. 


regent sire 
(Ovation) 


Regency: | RP. 
Gold: 1 GB 

Required Source: 1 
Duration: 3 action rounds 


real spell allows the casting 
intously pinpoint the location 
of other regents within his domain. By concen- 
trating for a Tew moments, the wizard becomes 
avare of all regents within provinces in which 
he has holdings, beginning with those nearest 
to him. The wizard gains à mental picture of 
the detected regent as well as a mental picture 
of his immediate surroundings (ildhall tav- 
ern, woods, et.) and sense of the general area 
{a certain nai na large city, a 100- 
Tot radius of forest, a peasant vilae, and so 
on). The detected regents are completely 
aware of the spell 


5th-level caster 
death plague 


(Necromaney) 


ey RPprevnce vel 
davon 


PI Required Source: 3 


‘Ap evil wizard can create a horrible, 
that depopulates an area, 


The RP cost is equal to the sum af the affected. 
province levels: a Sth-level mage who poisons 
three provinces (4) must spend 12 RP, Dispel 
‘realm magic or bless land can negate the effects 
Gf the death plague in one province, but only it 
‘cast in the same action round as the province 
Is atiected. 


feign destruction 


(Alterition) 


Regency: 10 RP 
Gold: 10 GB 

Required Source: 1 
Duration: 3 action rounds 


When a wizard casts this realm sel he 
Causes a palace, fortress, village, or town to 
Sppearto be destroyed. The method of the 
apparent destruction is chosen by the wizard 
heme cating a Joale may appear to 
Fave been sacked by am arny raraged by tne, 
leveled by a tornado, wiped out by a flood, or 
devastated by a great magical blast 
e reality, the destroyed area iv unharmed, 
No manner of divination, however, wil reveal 
the area as anything other than damaged. The 
lected area docs not radiate magi. 
Frons within te aea of alc when the 
"a cas witness no change ina vie 
ie wil have no den that outside view their 
ent 


normal routines appear ta he cleaning up after. 
the devastation and trying to set their lives in 
order. If they speak o locals, they hear tales of 
despair instead of residents actual words 

A wizard can affect one province per three 
levels thus, a 10th-level caster could affect the. 
appearance of three provinces. 


protect ley line 
(Abjuration) 


Regenc 
Gold: Special 
Requited Source: 3 
Duration: Permanent 


The spell affected ley lines from the 
deactivate ley line spell, as well a similar effects 
created by the rings of ley. Protect ley line offers 
ho defense for sources or their manifestations. 


Lines protected in this manner also gaip a 
saving throw against the sunder ey Ine spell 
The line is allowed a saving throw ve spell at 
the level of she highest-level source on the 
line; thas, a ley line contested toa source (7) 
‘would gain a saving throw vs. spell as a 7th 
level wizard, Success prevents the sundering: 
failure means that the protest ley Hine abjura- 
tion is dispelled and the sunde is successful. 
Casting the spel costs GB plus 2 RP per 
four provinces the ley line crosses, Thus cast- 
ing this spell on a ley line that begins in 
province A, passes through provinces B, C, D. 
"nd E, and ends in provi 
GB and 4 RP. Hook-up 
protected at no additional cost 
“The protection created by this spel 


per- 
manent unless canceled by limited wish, wish, 
sunder ley line, or a similar spell. Should the 
wizard find himself needing to deuctivate or 
sunder one of his own ley lines, he may do so. 
without penat Ley lines under te effect of 
this spell must be maintained normally. 


stronghold 


(Conjuration/Summoning) 


Regency: Special 
Gold: 10 GB 

Required Source: 7 

Duration: 3 action rounds/caster level 


By means of this spell, the wizard conjores up 
A castle, tower, fortification, or building of any 
kind. The RP cost is equal to the Gold Bar 
cost of constructing an equivalent stronghold, 


but difficult or remote terrain doese't affect 
the magical version. For example, a castle (3) 
normally costs 30 Gold Bars; this realm spell 


can do the same for 30 RP, regardless of where 
the castle is placed. 

‘The wizard can make the construction per- 
manent with a permanency spell, but he ages 
10 years in the process. The wizard can dis 
miss the stronghold any time he wishes. If he 
dies without the castle being made permanent, 
it fades irom existence. 


warding 
(Abjuration) 


Regency: 5 RPiprovince 
Gold: 2 GB/province 
Required Source: $ 
Duration: 3 action rounds + Vcaster level 


Regardless 
around and lind themselves emerging from the 
fis at the same spot they entered it wizard 
‘or priest with appropriate spells or magical 
items has a 50% chance of successfully leading. 
‘up to one person per level through the mist. 

A mage can ward one province at Sth level, 
two at 7th, three at 9th, and so on, Warding 
gosts 5 Regency Points per province affected, 
Wars, trade, and diplomacy are all but impos- 
sible while a warding is in effect. The caster is 
Immune to the effects of his own warding and 
may lead as many individuals through the 
mists as he wishes. 


6th-level caster 


defection 
(EnchantmenCharm) 


A wizard can cast this spell to ste a military 
unit from an 
the unit under 


province, In addition, the wizard must know 
the location of the units to be affected by the 
defection sell 

‘Any attempt to command an affected mili- 
tary unit with an order other than those typi- 
cally given in battle will break the spell. Thus. 
‘unit could not be ordered to run off a 
Tor example. 


7th-level caster 
legion of dead 


(Nectomancy) 


Regency: 4 RP/unit 
Gold: 1 GB/unit 

Required Source: 3 

Duration: 1 month + 1 week/level 


A skilled necromancer can summon the 
ancient dead to his aid, raising a unit of skele- 
tons and zombies to do his bidding. The wiz- 
ard can summon one unit of undead minions 
for cach level above 6th, vo a 7th-level caster 
summons one unit, an Sth-level caster sum- 
mons two, and so on. The wizard must spend 4 
Regency Points per unit. He most remain with 
his undead army say ert the ael will be broken. 
and the army 

Refer tothe Undead Legion War Card for 
laege-scale combat information: in standard 
game terms, each unit comprises about 200 
Zombies, monster zombies. skeletons, and 
iant skeletons. 


ley ward 
(Abjuration) 


red Source; 
dern 
M artes cun ect 


user, oc otherwise tam- / 


Regency Ý 
Tep 


E m. ley line. The spell affects. 


Tne ley line (regardless of length) and all asso- 
| Sted hook upa. The caver bimane to tie 
JE harmful efleets of the spel and may use the 
y line at will A wizard may cast this spell 

iy om his wen ey lines or on the ies ofa 

A consenting wizard: he may not secretly cat ey 


line is allowed a saving throw vs. death magic. 
He may contribute Regency Points or blood- 
ingth points to improve his chances 

2 +1 bonus for each point spent). 


means the wizard suffers 144 points of dam- 
age multiplied by the level of the highest 
Source on the line. Thus, in the case of a ley. 
line consected to a source (6), the victim 
would suffer 644 points of damage, Whether 
The temperet surceeds or fallt cha savint 
Throw, the tampering attempt fails, 

Oniy cae loy ward spell may be cast on a 
single ley line at one time, but multiple lines 
‘may be warded with multiple spells 


raze 
(Iavocation/Evecation) 


‘one level costs 10 
RP, so razing a castle (5) costs 50 Regency 
Points. There is no limit to the amount of 
damage that a mage can cause to a 
through one pel. he may simply redu 
level or may. it outeight—as long. 
is willing to pay the required regency. 

als aad pevatsion dost 2 B per eal of 

intends to cause. 

a Ribe koldingr can be reduced 19 
holdings through this spell, but they 
otherwise damaged. The wizard must be in 
Sight of the castle ta be razed when he cas 
the spell and he must perform the prepa 
tions on the site. 


8th-level caster 


shadow block 
(Alteration) 


Regency: 2 RP/province (^ 
Gold: 1 GB/province 
Required Source: 4 
‘Duration: 3 action sounds 


‘Shadow block prevents all creaturis from walk- 
ing into or out of the Shadow World in a speci- 


fied province. This effect even applies to 
haifiings, who. can pass into and out 
‘of the Shadow World at will. The spell does 
not affect movement within the Shadow 
‘World. A wizard can affect one province per 
three experience levels, 


gth-level caster 


deactivate ley line 
(Alteration) 


Source: 4 
Duration: 3 action rounds 


Di rowel oet 
temporarily deactivate ale line: Dr 
‘cbaighl from a source along that le line is 
imposible for three action rounds. Magie cast 
in the same province as a source i 


ae ae Bow ol gh dead 
Cf sa leash Any ey inen (chiding heckape] 


Connected to the affected ne that are not pow 
cred by sources of their own ako cannot be wed. 
Viewing wizard punt have source 
ine in a province through nel 
Wy iis pate Theater eerie 
qure (O) and docs not ave to e these 
that powers this spe 
A success roll is required for the spell to 
succeed, with a result of 10 or better (on a 
1420) indicating success, The roll suffers a 2 
aly if the caster is merely guessing at the 
[ey line's existence rather than knowing ts 
\ceaton with certainty 
I the wizard successfully disrupts a ley line 
and wishes to do so again on the following 
action round (thus increasing the period of 
disruption) he gains a «1 bomas o hi ol for 
the subsequent spell This benefit is cumula- 
tive fov. up to three attempts. The victim must 
contacts papain on the deact! 


Seep ae 


ETE ward spell, deactivate ley 


enhance source 
(Alteration) 


Regency: 2 RP + Vnew source level 
Gold: 1 GB. 

Required Source: 2 
Duration: 3 action rounds 


By moons of thi ale spel Amid can 
improve one source holding by one level 
base cost of the spell is 2 RP, plus | RP per 
mew (boosted) level of the source; thus, a 
Source (5) increased to a source (6) would 
ose the wizard 8 RP (226) 

“This increase works for the purposes of 
spelicasting only and does not affect collection 
of Regency Points or other cir dependeat 


ahe ape may lin coy es rarya 
attempts to more than once in 
year result in failure. 

{or the spell to suc- 


A success roll is required 
ceed. with a roll of 8 or better (on a 1020) indi- 
cating success. On a roll of 1, the spell backfires: 
all ly lines emanating from the target source are 
"deactivated per the spell for two action rounds. 


1oth-level caster 
deplete mebhaigh! 


(Aheration) 
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12th-level caster 
siphon mebhoighl 
Regency 6 RE 


(GB 
Required Source: 6 
‘Duration: 3 action rounds 


A wizard who casts this spell may steal 
mebhaighl from another wizards source or 
transfer mebhaighl between two of his own 

"The target source is reduced by one level for 
purposes of spellcasting. Thus a source (5) is 
Treated as a source (4) when casting realm 
spells other domain functions are treated nor- 
mally. The siphoned level is then transferred to 
another source (usually one controlled by the 
Easter), For purposes of spellcasting, that 
source is then treated as one level higher. 

"The caster may also transfer mebhaighl 
from one of his own sources to another source. 
The target source can be his own or that of a 
wizard with whom he collaborates. 

"The to sources involved must meet at least 
one of the following criteria: 

They are in the same province. 

4+ They are in adjacent provinces. 

+ One of the sources shares a with a 
ley line terminus or hook-up of the other 


At 15th level, the caster may tansfer mo 
levels of mebhaigl from one of bis sources to 
another single source: he may not steal two 
levels from an enemy source. This casting 
sorts 12 RP and 4 GB: 

When the spell ends, all mebhaigh reverts 
I do ts orginal sources 


sundec ley line 
(Alteration 


When a wizard regent casts this spell, he severs 
‘one ley line of his choice. The severed ley line 
then collapses in both directions until it reaches 
a terminus, source, hook-up, or connecting lev 
Tine. Lines affected by the protect ley line spell 
gain a saving throw against the effect (see spell 
description) 


). 
"This spell has no effect on futare attempts 
to forge ley lines in the same location, 


16th-level caster 


poison source 
(horton 


Regency: 2 RP/magic potential level 
Gold: 1 GB/mayic potential level 
Required Source 

Duration: 1 action round/4 caster levels 


Among some circles of mages, this realm spell 
is believed à exist in legend oniy. Either sich 
ix indeed the case, or the spells so rare that 
only a few wizards are able to cast it, 

"The poison source spell disrupts the flow of 
mebhaighlin a province in such a way that all 
magical sources are temporarily rendered 
powerless. No wizard, even the caster of this 
Spell, can draw magical energy from an 
Affected source 

‘A poisoned source is treated as a healthy 
source for all purposes except spellcasting, 
Thus, the wizard collects Regency Points and 
pays maintenance costs as usual. Any ley lines 
ECCO, Sube se 
malls, except they cannot draw magical power 
from the poisoned source. 

“The caster must pay RP and GB according 

of the province; chus in 
d province of mountains rated 3/8. the caster 
must pay 12 RP and 6 GB for the spell to 
funcion. 


l 
1 


——— o4 
In tbe age of myth, Cerilia was cloaked ix power 
and magic. Those long-ago days before the cata- 
clysm at Mount Deismaar aw the birth of arcane 
creatures, beasts more powerful than the greatest 
of men. Indeed, many believe these creatures 
sometimes walked alongside the gods tberaehver 
when ibe groat ones bad occasion to wander she. 
land. 


—Danc Thorenson, storyteller of the 
Gautrakka tribe in Hogunmark 


(g1-ROD-alays), creatures of legend 
id to am boons to wizards Whether 
the ast were companions, servants, or min- 
ions of he gods, historians cannot say. In fac, 
Whether they even existed or continue i 
Exist today is a subject of controversy 
Gareadalagh are sad appear only to 
those men and women who fervently embrace 
magic, The beasts supposedly walk with auch 
Wizanis wing ofering thet ll and 
abilities in exchange for potions and 
cf manure or other payment. 
olus who accep the legends as. 
ith nay that, while the power of these 
éreatures has diminished since ancient 
Times they are stil formidable 
Scholars have named each garradalaigh for 
e wizard who first recorded its presence. (As 
sightings date hack to the daya before the 
Deismaar cataclysm, these wizards are all 
elves.) The creatures true names ace now 
Joy only to the long-dead gods: Lost to the 
ager, those names are the subjects of occa 
Sonal quests by overly inquisitive apprentices, 
itis rumored that to know a garradalaigh s 
"ue name ia to hold absolute control over it. 
L The garradalaigh then becomes not merely a 
companion, but soldier, servitor, and partner 
tios true, any wizard with control over one 
‘the rentur could become powerful 
Enough to sweep across the land; laying 
domains low with a wave of his ban 
Legend holds that tia posible for a wizard 
quere to contact one of there stenures 
uh the methods are not foco. Ancient 
tomes and tales olfer several mean 
One Rosk menion a elit umen 
adalah, Dat the rame 
fas beon lont es sido Bave costa ior 
fortune in components and required cabo- 
Tate protections. Nonetheless, the spell is 
Teputed to have worked anly abaut 10% of 
the times when iad, usually claimed 
its would-be casters as victims. 


* A popular story among fimt year students at 
the Ros ge of Sorcery says that a 
garradalaigh might simply appear before a 
chosen mage, seeking the company of a 
spellcaster. Such a visitation would be rare 
in the extreme, unheard of in recent history 

+ There are reports of an ancient, dark device 
that tugs at the heart of a garradalaigh, forc- 
ing it to do the bidding of a wizard. Like the. 
summoning spell, most scholars doubt it 
ever existed. 

^ Tis said that a nonevil wizard can call one 
‘of these creatures by simply meditating—in 
doing so he telepathically makes it under- 
Stood that he desires the companionship of 
a garradalaigh. According to legend, a crea- 
ture summoned by this means always has an 
alignment that matches the wizard 


‘The legends alvo say that when encountered, 
these creatures grant boons in exchange for 
some kind of payment from the wizard. The 
payment could be as simple as providing com- 


gorradaloighs 


panionship. as expensive as supplying potions 
"or magical items (which the beasts are pur- 
ported to collect—and sometimes eat) oras 
involved as completing a quest 

"The creatures may arrive and leave within 
the same day or accompany a wizard for a year 
pr more. Most lales describe the creatures 
Saying for only afew days, then returning to 
wherever they. 

Woodsmen. 


tds, and expert trackers 
to find the lars of these 


DM Note: lfa a 
campaign, ite such 


foc hit points the: 
and3sasas (s 


audreeana 


CLIMATE/TERRAIN- 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 


INTELLIGENCE: Exceptional (15-16) 
: LW 

ALIGNMENT: Any good 

NO. APPEARING: 1 

ARMOR CLASS: — 3 

MOVEMENT: 15 F112 (C), Sw24 

HIT DICE: 4 

THACO: 7 

NO.OF ATTACKS: — 5 

DAMAGE/ATIACKS: 1d6/146/1412/ 
RIS 

SPECIAL ATTACKS: Spells 

SPECIAL DEFENSES: Immune to missile 
weapons 

MAGIC RESISTANCE: 35% 

SIZE: M (5-66 tal) 

MORALI Elite (14) 

XP VALUE: 9,000 


Perhaps the most physically powerful of the 
parila the Andresan (v dee AN 

ks like à patchwork beast. It has the body 
ota horse though ils legs are shorter, thicker. 
‘and end in yranping claws. s tail is long and 
isle, Sprouting irom its back are rwo bat- 
like wings that—unless it is flying remain 
folded into ts bod nearly invisible beneath a 
shaggy band of hair that circles its neck and 
extends well down its back- The creature has 
two heads, one equine and one simian. Each 
Tas sharp teeth for rending food and attacking 
foen. It i spotted gray in color the hair about 
ity neck is deep black. 

Although the audreeana has a single per- 
sonality, its heads have different fonctions. It 
Can speak any human or demihuman language 
flent through it simian head and communi 
cates with all other warm-blooded animals via 
its equine head, If either head is severed. the 
Creature dies. 

strong, fast swimmer, it can breathe water 
scanty as aie The audrecana can cast the fol- 
invisa spells each onee per day at the oth 
level of ability: ESP. know alignment: clairoudi 
ence. clairvoyance, delude, suggestion: confusion: 
Mislead. Twice per day it can cast improved 
isi, 

wizard companion gains the audreeana's 
ability to communicate with warm-blooded 
anissals ae long as the audreeana is within 


120 


the wizard's line of sight (independent of sery- 
ing devices such as crystal balls). 


Combat: The audreeana first uses spells 
reserving one improved invisibility enchant- 
ment for self-protection, It attacks in melee by 
biting: each successful bite inflicts 146 points 
of damage. Its front hooves can inflict 1412 
points of damage, and its tail causes 1d8 
points of damage. The tail strikes anything to 
the rear or sides of the creature, 

The audresana is immune to all missile 
weapons, include the following missilelike 
Spells: magic missile, flame arrow, Melf's minute 
meteors, and Melf* acid arrow. ti not immune. 
to other spells. 


Habita/Society: The audreeana avoids other 
creatures, preferring to spend time alone in 
‘contemplation. It fancies mountaintops, heav- 
fly wooded forests, and desolate lands crossed 

vers of streams, Folklore claims it wan- 
ders the mountains of Brechtür, prefering the 
ranges on the eastern side of the Krakennau- 
richt. The audreeana is curious about warfare, 
thovgh thas po interest in participating in 


Ecology: The sudreeana has no known preda 
tors, though it tends to prey on all manner of 
things. especially fish, plump game birds, tall 
grasses, and ripe fruit. 


breirgn 


CLIMATE/TERRAIN: Amy 


FREQUENCY: Mythical 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: Nocturnal 
DIET: Unknown 
INTELLIGENCE: High to exceptional 

(13-16) 
TREASURE: F 
ALIGNMENT: Chaotic good 
NO. APPEARING: Unknown 
ARMOR CLASS: 2 
MOVEMENT: 18, Sw I8 
HIT DICE: n 


THACO: 5 

NO. OF ATTACKS: 2 

DAMAGE/ATTACKS: 246/246 (half 
during daylight) 

SPECIAL ATTACKS: Acidic web nets, 
Spells 

SPECIAL DEFENSES: ^1 blunt weapons 
Or better to bit 

MAGIC RESISTANCE: 25% (0% during 


daylight) 
L6 to 7) tal) 
Champion (16) 
7,000. 


The breiryn (BREE-rin) vaguely resembles a 
massive spider. I hay only four legs, but those 
tnd in ebony, claven hooves, Its face is apcliks 
and deeply wrinkled, ending in a pipgish snout 
and two long, downward curving tusks. Its body 
is nearly as broad as it is tall and exudes a repul- 
sive, musky odor, The breiryn’s torso is covered 
by coarse bits of hide that look like broken. 
lass ts legs and long, whiplike tail are smooth 
And shiny. Iis said to be dark grav. 

This creature moves only under the cover 
of darkness, aided by its magnified senses Its 
ears can pick up a human heartbeat at 50. 
feet. In daylight its senses drop in strength— 
it can see only 30 feet, it is practically deaf, 
its normal damage is halved, and its ma} 
resistance fais. 

The breiryn speaks most human tongues, 
and it can communicate with freshwater fish 
Once a day, the breiryn can cast airy mater, as 
i it were a 7th-level wizard. Twice a day, the. 
reiryo can turn itself LevsDi, per the spell 

While a wizard is a companion to the 
breiryn, he gains the ability to breathe water 
and to see for 90 fet as if he had infravision 


Combat: This garradalaigh avoids daylight 
combat at all costs. At night. however. it is 


quick to join a ight when wizards are in jeop- 
duly: When fighting, the breiryn rears up on is 
back legs: using its tall for support i atiker 
with its front hooves. Though the Mows are 
pect aves seem seed from the 
coves inflicts the tog] digne and protec 
tions from poison are useless. 
Ta addition, every four reaps the creature 
cana a eb et The nt a 
"quare and capable cf engulfing one Tagine fig 
ite, two Mesie figures, o Une S-siz& cred 
tures. The web inlets 144 points of damage 
for three cünsecative rounds and then dissi 
pates To break free, the victim must roll more 
{an half af i Strength score on 1420, 
casse el the Mein uns Nide, 
cdged weapons inflict no damage, However, 
Ti set lun weapons fit fall damage 


Habitat/Society: When the associates 
With a human: it is only with a wizard, usually 
‘one below Sth level. It considers higher level 
mages stuffy. Few other detaile have passed 
down through the legends, which generally 
place this creature around the Zhainge River 
în central Khinasi 


Ecology: A breiryn can eat agarly anything — 
plant or animal. Tix chief delicacies are 
reported to be potiaha: other consumable 
magical tems, and candles, 


cabhaigh 


Any temperate 
Mythical 
Solitary 
Any 
Special 
Genius (17-18) 
F 
Lawful good 
Y 
1 
3, 18(B), 
5 
n 
NO.OF ATTACKS: — | 
DAMAGE/ATIACKS: 144 
SPECIAL ATTACKS: Keeping. spells 
SPECIAL DEFENSES; +3 or better 
weapons to hif. 
MAGIC RESISTANCE: 33% 
SIZE: MG 04 tal 
15 wingspan) 
MORALE: Steady (11) 
XP VALUE: 6.000 


The cabhaig (ca- VAY) looks like crobs 
between a ape io and adenp is body 
is bulbous and its stick-like legs end in claws, 
Protrdien Bon t bade pre tro Rogo 
samér |». The creature can change its 
Vid clon though pe pf these byes rema 
Ste oci 
The cree pent ty ad capable oí 
to O9 padn, Walking isa slow 
ian iws 
ace to mince. perching 
ón bránghes and r pem it 
in fet» good ew pf what is below, Tie cress 
{ge is cepaned asuma Langue, 
‘elvish, and elvish dialects. A wizard in the 
Stipe cabal con commute 
‘elepathicalls vit 


Iv with it. " 
Twice a day the cal i call upon a 
> gpecial prbycrpisbity that lets qi inc a 


; i for hous lo tis 

Prag ilo eer ed 
3 ge ES eo 
-anae Naay a farm: 


creature into 


Combat: The cabhaigh fighter. 
eim eren echa ari kal pitched 


y's 


sound, radiating outward in a cone 2 feet 
across at the creatures mouth, 15 feet long, 
and 15 feet wide atthe end, All those caught 
în the cone suffer 1d8 points of damage. Fur- 
ther, they must make a saving throw vs 
paralysis or be rooted to the spot for 146 
2 can une dta Koenig 
weapon three times day. The cabhaigh’ bite 
inflicts only 144 points of damage; it prefers 
to ase this as a last resort, staying out of 
ose combat. 
Tt is impossible to strike the cabhaih 
vut atleast a 73 weapon, 


 Habitat/Society: This garradalalgh is said to 
dwell on temperate mountains apart from civi 
lization and most other forms of life, When à 
does seek the companionship of a wizard, it 
does so rarely and briefly ükually only when 
fan odd loneliness overcomes it. I has also 
been known to seek the company of other gars 
radalaighs. Tales most often place this creature 
im eastern Khinasi 


Ecology: The cabhaigh has few predators; 
most of these are evil humans, goblins, and 


ogres. 

T subsists on very little potions when it 
san find them, spell components, and blades 
of grass that have been washed by recent 
fais. It is said never to kill (or food. 


Lede Vlde 
24-V244-1 
Spells 
Regeneration 


SPECIAL ATTACKS; 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 25% 


SIZE: M (45 tall) 
MORALE: Very steady (13) 
XP VALUE: 4270 


The daegandal (DAY-gan-doll) is thought to be 
the brightest and wisest of the gareadalaighs 
Tt as large muscular back legs on which i 
hops around quickly, covering considerable 
distance. Its smaller front legs end in hand. 
like claws. ls face stretches outward like the 
visage of a gnoll and its caes are long and 
pointed. The creatures shiny pelt is colored 
With various shades of brown; the long mus- 
Tule cil lightly darker. 

Te favors grassy plains and open land, where. 
it cam hop foe great distances without dali 
ares oe a other bacs However 
art he found in lightiy-wooded groves and on 
Tow sloping hill sides. 

"Ihe creature enjoys being thought of as a 
mythical bea hat appeals t s sense of iror 

cis reputed to speak ehh, halfling. and a 
smattering of haman tongues: Iis able io read 
any elf, balling, and human writings when it 
Comes across them and considers itacif a 
Scholar and historian 

"The daegandal has a quick mind for magic 
and ean cast any of the following spells acit 
Sach once per day and as if cast by an Sülevel 
Szara: kro Cartan ona spoke iment, wa 
Of fog: fon cloud, Ruomil tracks, Evk quil. 
solid fog. In addition, three times a day t can 
jump, per the wizard spel, to drastically aug- 
mentis owen aping ability. A wizard who ia 
companion of the daegandal likewise can 
Enjoy the use o the fump spell three Umes a 


day without memorizing it. Further, the dae- 
gandal can cast spells from scrolls as An Bth- 
level wizard. 


Combat: Thi creature is 
loathe to get ito pial combat 
vit fox. nce ot mune to 
Sirm weapons and ity Armor Clam i 
mtl igh (compared tone thor 
presb When cdo co iin 
‘Sera i tempt owe is mag 
Ais. eec a lan resort, When faced 
Sith a close fight the dacyandal ret on i 
Teng tai and lashes out witht cv hich 
indict 141 poins of damane cach) and x 
Kad pi exi When dd 
Insight wl attempt o bound away 
Saad, ing reper diy ld 
any wounds Tie daca cam generat 3 
int pina een 


HabitauSocicty: The daegandal spends 
most ofits me lone. Isolated in quie groves, 
Espens hous poring over old tomes and 
scrolls. The daegaadal i» supposedly the gar. 
Tadalatgh most pone to seek the compahi y 

Spellcasters. According to legend, it haunts” j 
Rjurik lands bordering the Tael Firth, j 


Ecology: This garradalaigh does not prey o 


other animals. It is herbivorous, eating Broad- 
leaved plants, choice roots, and Aew grass. j 
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INTELLIGENCE: 
(13-18) 
TREASURE: SX 
ALIGNMENT: Lawful neutral 
NO. APPEARING: — | 
ARMOR CLASS: 4 
MOVEMENT: p 
HIT DICE: 6 
THACO: 15 
NO, OF ATTACKS: 1 
DAMAGH/ATTACKS: 3415 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: Invisibility 
‘MAGIC RESISTANCE: 15%, immune to 
Iatlevel spells 
SIZE: SQ-3) 
i MORALE: Fearless (19-20) 
XP VALUE: 4270 


Looking like a dusky blue armored caterpillar, 
í the grigal (ga: REE-jall) i the most puzzling of 
e the gareadalaighs because of its mode of travel 
"Though it moves quickly over nearly any type of 
trea, it has no legs. 1t has a magical means of 
© propultion and a magical quality to ts coat that 
ives it a remarkable Armor Clas 
£L P The garigal has eyes like black diamonds 
that are sary visible amid ta pale ales. and 
A hiny black, twitching nose extending nearly 
foot away from its body. 
A The creature can communicate telepathically 


destroys nonmagical leather and cloth in 146 
rounds. The garigal uses its trip and summon 
insects abilities to keep targets off guard. 

"The creature's most formidable weapon is 
its gaze, It has two distinct gaze attacks, each 
"usable once a day and each with a cone-shaped 
effect that measures 1 foot wide at the crea- 
ture's face, 90 feet long, and 60 feet wide at 
the end. One gare attack strikes all those in 
the area of effect with the equivalent of a shat- 
ter spell. The second attack acts as a ray of 
‘enfechlement, as if cast by a 7th-level wizard. 
‘Otten, after using the first gaze attack in bat- 
the, the garigal scorries among its victims, lap- 
ping up any traces of potions that were kept in 
bbom-shattered containers 

"Although the garigal does not go looking for 
fights, it is perhaps the most eager of the par- 
radalaighs vo do hatte 


Habitat/Society: It is said that the gariyal 
seems to enjoy the company of human wizards 
more than that of halfelf or elf wizards, Leg 
ends most commonly place it in the swamp- 
lands of eastern Anuire and western Khinasi 


Ecology: The garigal is a vegetarian, prefer- 


"pugag ied plants iv ring one and snacking 


"its of logs. However, if it is hun- 
ve plants. And, like several 
Ss it adores imbibing all 


gry it will eat 
‘ther garradal 


is Any 


Mythical 
Solitary 
Au 
Widilowers 
INTELLIGENCE: Exceptional (15-16) 
TREASURE: STU 
ALIGNMENT: Neutral good 
Unknown 
o 
MOVEMENT: 18, F118 (A) 
HIT DICE; 9 
THAC u 
NO.OF ATTACKS: 4 
3 dB 
Wing buffet 
SPECIAL DEFENSES: +2 or better 
weapon to hit 
MAGIC RESISTANCE: 25% 
SIZE: M (3 to 4 tall) 
MORALE: Fanatic (17) 
XP VALUE: 7,000 


The rhoeghn (ROON) resembles a human 
Sil though ite skin isthe color of rich 
brown earth, Its long, flowing locks are green. 
and leafy, Wings at its wrists, elbows, knees, 
ond ankles look like large fern leaves, con- 
stantly in motion, The eyes of the choeghn are 
its most striking feature: large, saucerlike, and 
lidless, Black as midnight, the eyes reflect 
‘everything the rhoeghn sees. 

Surprisingly strong, the choeghn can carry 
up to 400 Ibs. in Might. The rhoeghn can alter 
its appearance at will, taking on the shape of a 
deer or a clump of waist-high ferns, It speaks 
‘most human and elf dialects. but cannot speak 
to animals. Though able to read scrolls like a 
‘mage, the choeghn has little interest in scrolls 
that are not nature bred Twice a day i can 
lise an innate speak with plants ability 

‘The thoeghn’s senses are acute, picking up 

ihlest whisper or spotting the smallest 
detail, Tt can count grains of sand by touch. Its 
sense of smell allows it to detect poisons and 
other toxins with just a whiff 


Combat: The rhoeghn's dexterity grants it a 
‘+3 reaction adjustment to its surpelse rolls It 
prefers to avoid fighting, When necessary, 
however, it strikes with the razor-sharp claws 
on its hands and feet, The creature uses its 
wings to keep it in the air so as to attack with 
all of its limbs each round. 

In addition, every theee combat rounds the 


thoeghn can employ a wing buffet attack. This 
is a cone-shaped effect 5 feet wide in front of 
the creature, 15 feet wide at the end, and 25 
feet long. Everyone and everything weighing 
Je than 300 s. within the cone must make a 
saving throw vs, paralysis with a -3 penalty or 
he blown backward by the wind. Those who 
succeed in their saving throws suffer 1d4 points 
‘of damage from pelting by small objects kicked 
up by the wind. Those who fail their saving 
rows suffer 244 points of damage from flying 
objects and are blown hack 3d6 feet —unleas 
walls, trees, or other obstacles (that might 
inflict even more damage) block theit way 


Habita/Society: Ancient texts say that tho 
‘hoeghn rarely etjovs the company of any wize 
és ht i mon Bl i ici ol tase oa 
descent. The texts identify elven forests, par- 
ticularly the Couliadaraight in nortbens Khi- 
nasi as the shoeghrs home 


The has few predators, as it 
ult to catch and does hte to offend 
iere has ny vile 
ining on. 

osos and rain- 
soaked petals. Hi o 
especially fond of f 
AT 

violet 


siddwynd 


Solitary 
= 


: 
crm 
Lcd 
pec cune 
: 

i 


n 
NO.OF ATTACKS: 2 
DAMAGE/ATTACKS; 244/1412 
SPECIAL ATTACKS: = Electricity, 
lightning bolt 
SPECIAL DEFENSES: immune to 1st- and 
2nd-level wizard 
and priest spells 
MAGIC RESISTANCE: 30% 
SIZE; L (10-12 long) 
MORALE: Fearless (19-20) 
XP VALUE: 5,000 


"The siddwynd (SITH-wind) is the least intelli- 
gent af the garradalaighs. It is said to look like 
3 long snake, but itis actually a long, thin 
lizard. W has four clawed feet, a formidable 
Toothed jaw, and a whiplike til that crackles 
with energy. It is greenish brown in color. a 
camouflage that allows it to blend in with its 
surroundings. Translucent wings sprout from 
he point vier epson nk. These ly 

“bck against the creature's sides when it is mov- 
ters thc ground ar harrowing, they balloon 

Sails as the siddwynd takes flight; 

“This garradálaigh iv reported to be familiar 
With many human and demsihuman tongues It 
can communicate telepathically with lizards 
and snakes. A wizard in the company of a sid- 
dwvnd enjoys protection from attacks by rep- 
tiles and sashes. 


Taice day. while dirbome; the skkduynd can 


Combat: the siddvynd fights only if it or its 
companions are in danger 1t begins combat by 
rising into the aie and letting loose its lighting. 
bolts. Next, ir dives on a chosen target. 
attempting to bite. A successful strike made at 
the culmination of a dive inflicts maximum. 
damage of 8 points, Once on the ground, it 


126 


continues to bite and to strike with its tall, A 
Successful tail slap inflicts 1412 points of elec- 
teal damage, Victims wearing metal armor or 
who are standing in water suffer an additional 


144 points of damage- 
This fearless garradalaigh will fight to the 


death (it does not believe it can be defeated]. 
However, il the siddwynd is with humanoid 
friends and witnesses some of them withdraw- 

burrow- 


Habitat/Society: The siddwynd calls no place 
home. This garradalaigh appears in the folk- 
lore of all five of Cerlia s human tribes, as well 
in elven and dwarven legends. The creature 
Fepatedly lover traveling. no matter what the. 
terrain or climate. lt ja as much at home ip the 
mountains as on the plaing, in temperate 
zones and the frozen north dy frg 
arctic areas ace another matter however: After 
2 day of traveling across cold ground, thé pae 
‘radalaigh will burrow deep beneath the surface. 
lo warm upand sleep. JP Ba 
Ecology: The creature treasures spent iii 
used feather tokens, and ther burned 
magical items for select dining. When these 
are not available: feeds upon insects and 
Small rodents. 


tualleiaght 


CLIMATE/TERRAIN:. Any subterranean 
UEN Mythical 

ORGANIZATION: Solitary 

ACTIVITY CYCLE: Any 

DIET, Special 

INTELLIGENCE:  Supragenius (19-20) 

TREASURE: Ax Wa 


2 
danda 
SPECIAL ATTACKS: Spells, constriction 


SPECIAL DEFENSES: +1 or better edged 
weapons to hit 

MAGIC RESISTANCE: 30% 

SIZE: L (9-11 long) 
Fanatic (17) 
8,000 


The tualleiaght (to-ALL-ee-ate) is a snake- 
shaped creature with a thick body and a dozen. 
tiny clawed feet along its underside. Its head is 
large and vaguely human, making some schol- 
tars think it is related to nagas. It has a double 
row of remarkably strong teeth in its lower jaw 
and a single row in the top, which is longer 
and protrudes over the bottom lip. The 
tualleiaght's body has no scales, but its 
smooth, dense 
tip of the creature's tail is barbed with a myr- 
iad of tiny teethlike spikes that match the 
olor of its hend. 
is garradalaigh dwell 

‘around. It raises its head above ground only to 
eta glimpse of what is happening on the sur- 
face. An excellent burrower, it moves as easly 
through the earth as most men wall upon it 
and it can cut through stone at a Movement 
rate of 3. A wizard with the tualleiaght can, 
‘once à day for 244 turns, move with the crea 
tare through the ground, matching its speed. 

This creature is reputed to speak the lan: 
snags e kobolds and burrowing mamma 
velie dwarf, balling and human tongues 

The tuallejaght can cast any of the following. 
spells, each once per day, at the 12th level of 
ability: bold portal: darkness 15° radius: stone. 
shape, transmate rock to mud: and flesh to stame. 
The creature has infravision to 120 feet and 
san sce easily in magical darkness. 


Combat: This garradalaigh can attack with its 
bite and spiked ail, each successful attack 
inflicting 1412 points of damage, If the 
‘uullelaghs target in size M or smaller, it also 
San employ a commricon aac Thit iii 
108 points of damage and causes subsequent 
ite and tail strikes to have +4 attack bonus, 
1 ine to acs blunt weapons 
no matter how magical, Edged weapons of = 1 
‘Or better are required to strike the taleaght, 
H the taalleiaght finds sell in jeopardy. i 
burrows to get away, twisting about lf 
vel to sirike thase foolish enough ta pursue i. 


Habitat/Society: When in the company of a 
wizard. the tualleisght seeks tadearn about 
tivities above ground. This is not le curiosity, 
Baut a prav Reap mid ative and bury TNS 
irradalaigh appears more glue in the folklore 
‘of the Vos than in hat of race. 
$ 


Ecology: The tualleiaght catteat Ca " 


stocks. However, it prefati to dine on koBOlds 7 


and unrefined ore. - 
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| the Book of Mag 


agic permeates the Very,air, earth. and sea of Cerilia—yet escapes the . 
mastery of all but a tare few, Those who control the continent's magical 
uem La ái god forces hicomprchendible to the rest of ts ithabieaneh — 
‘These powerful figures are Cerilia’s wizards: adventureés, advisers, and kings Whose 
spells can affect the destinies of thousands. E 


i» 128-page book contains everything players and Dangeon Masters need tò make 
wizard characters more distinctive, mysterious, feared; and true to the mikTlimoirT" 
Setting. Inside are details on: he 


+ The secrets of sources and ley lines. 

P Strategies for building and maintaining a magical domain. 

^^ Spells unique to Cerilia, including new conventional spells, realm spells, 
and war magic. 

* Cerilian magical items and Mount Deismaar artifacts. 

P ‘The status, philosophy. and role of wizards in each of Cerilia's spellcasting 
cultures. 

» The unique magician character class and the study of magic in Ce 

* Nearanythical creatures said to grant boons to wizards fortunate enough to 
encounter them, 


Warriors, priests, and rogues beware: The wizards of Cerilia have come to power! 
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